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Prototype Analysis Report | Bad News Baseball 12-September-2021 


General Information 


SUBMITTED BY: Forever Games 

DATE SUBMITTED: 06/22/2019 

GAME TITLE: Bad News Baseball 

PLATFORM: NES 

REGION: U.S. 

WATA CERTIFICATION NUMBER: 573921-009 

RELEASED: Yes 

BUILD TYPE: 

MD5 CHECKSUM (PRG): A7B6CD61A8F3209FE6572F3B8714245C 
MD5 CHECKSUM (CHR): 833D4979899A7F3EE016DA32A6074E97 


Analysis 


e OBJECT ANALYSIS: 


Object is an American NES cartridge with a simple typewritten label identifying the game 
title (Bad News Baseball), its publisher, its designation as a "sample," a date (January 18, 
1990) and the number “36,” its purpose unknown. 


Inside is what appears to be an authentic Nintendo development PCB, part number 
NES-SK-EPROM-01. The board is populated by two Mitsubishi EPROMs for the game's 
PRG (dated 12/2) and CHR (dated 12/14), logically the year being 1989. Both chips 
contain manufacturing dates from May of 1989, easily pre-dating these December dates. 


e DATA ANALYSIS: 


While there are several differences between this and the final game when comparing 
code, no differences were observed in side-by-side gameplay. Historical records show 
that the game was approved by Nintendo of America for manufacturing on February 1st, 
1990, and that the approved version was the second to be submitted. It is likely that the 
data contained here is close to, if not literally, the game's initial submission for approval, 
meaning it is likely very close to being final. 
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e CONCLUSION 


Given the authentic parts used and the unique data present, we have no reason to 
doubt the authenticity of this item. 
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General Information 


SUBMITTED BY: Adam Harvey 

DATE SUBMITTED: 03/28/2020 

GAME TITLE: Madden NFL 97 

PLATFORM: PlayStation 

REGION: U.S. 

WATA CERTIFICATION NUMBER: 575129-007 
RELEASED: No 

BUILD TYPE: 

MD5 CHECKSUM (SLUS 000.18 executable file): 
5A1417F90E74C882A9AEE6F2B292A6D4 


Analysis 


e OBJECT ANALYSIS: 


Madden 96 for the Sony PlayStation is an unreleased game. Object is an Electronic 
Arts-branded CD-R, identical in appearance to several discs of this era from the Video 
Game History Foundation archives which we can substantiate are authentic. The game’s 
title (Madden 96 PSX) and a date (11/23/95) are present. 


e DATA ANALYSIS: 


This game shows its compilation date as an in-game screen, meaning we can easily see 
where it fits in its development timeline. The latest version currently available online 
was compiled on November 2nd, 1995. The data on this disc was compiled November 
23rd, 1995, meaning it is the latest version we know to exist. This also means the data 
here is, currently, unique. 


e CONCLUSION 


Given the authentic disc used and the unique data, we have no reason to doubt the 
authenticity of this item. 
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WATAO066 - WWF WrestleMania Challenge (Retail 
Board) 


Submitted By: Jeremy Smith 
Platform: NES 
MD5: (identical to retail) 


Object Analysis: The front of the cartridge contains a simple shipping-style label with the words 
“WRESTLE” and “MANIA” printed on it. The back of the cartridge has a standard retail "Caution" 
sticker, which looks well-worn. The shell is of a "three-screw" type, with two of the holes 
populated by retail security hex screws. 


We go into this unusual level of detail because inside is a retail circuit board for the game, with 
factory-produced ROMs identical to those found in an off-the-shelf copy. In cases like these 
every detail counts. 


The reasons this might be considered a pre-production game: 


e Thereis no obvious glue residue on the front of the cartridge, suggesting that it may 
have been a part provided by Nintendo, as opposed to a repurposed retail shell. 

e One of the three security screws is missing, suggesting that this shell may have been 
opened and closed as needed. 


The reasons this might not be considered a pre-production game: 


e The board and the ROMs are both identical to the factory-made game. 

e The front label is not of a style we have observed on an LJN or Acclaim prototype. There 
are multiple examples - including one from this very game - of a very particular label 
style, which is oriented horizontally (like a retail label) and has a distinctive Acclaim logo 
adorning the bottom. Example: http://nesworld.com/prototypes/wwfwrestchallenge.jpg 


Conclusion: Weighing the pros and cons above, we do not have confidence that this is an 
authentic pre-production item. It is certainly not impossible, as there are examples of retail 
boards being used in pre-production items from other companies, but without provenance or 
some other form of proof we are forced to assume that this is a modified retail game. 
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WATAOO58 - Cowboy Kid (Revision 0.1 Prototype) 


Submitted By: Jeremy Smith 

Platform: NES 

MD5 (PRG, 2 ROMs combined): B5B4345CCB51E48F21D9D9D95F77BB78 
MD5 (CHR, 2 ROMs combined): EF4E53E8A1 1DAE2D86D38C655AD988DF 


Object Analysis: The cartridge contains what looks to be a mailing label from the game's 
publisher, Romstar. Metadata on the label shows this as Revision 0.1 of the game. Assuming 
this versioning is in reference to a Nintendo submission revision, this would make the game the 
second version submitted for manufacturing approval, as first submissions to Nintendo start at 
0.0. 


Inside is what appears to be an authentic Nintendo TKROM prototyping board, part number 
NES-TKEPROM-01. The four EPROMs populating the board all have a manufacturing date from 
1987, which pre-dates the retail release of this game. 


Data Analysis: The data on the PRG ROMs diverges from the retail game fairly significantly. 
There are also some very minor differences in the CHR ROMs, meaning a tile or two may differ. 
A quick side-by-side gameplay comparison revealed no immediately noticeable differences. 


According to the internal Nintendo Lot Check database available online (filename 
HNPdata_List.xlsx), the ROM version that was approved for manufacturing and ultimately 
published is 0.2. Assuming, again, that the 0.1 revision on the label refers to Nintendo’s 
versioning schema, that would make this one revision prior to the final game, and one which 
Romstar submitted as a candidate for final approval. 


Conclusion: Given the unique data present, the period-authentic parts used, and the Romstar 
mailing label on the front, we believe this to be an authentic pre-production copy of the game. 
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WATAOO64 - Chip ‘N Dale: Rescue Rangers 2 
(Prototype) 


Submitted By: Jeremy Smith 

Platform: NES 

MD5 (PRG ROM): B8E3D64D23B23C237C321621F3719CFD 
MD5 (CHR ROM): CDCFC8050AFB0C905592D84EDF380553 


Object Analysis: The front of the cartridge has a simple label with the game's title hand-written. 
Inside is what appears to be an authentic Nintendo SKROM prototyping board, part number 
NES-SKEPROM-01. 


The two EPROMS inside are adorned with labels bearing the Capcom logo. The manufacturing 
date on one is covered by the sticker, and the other comes from 1989, pre-dating the game's 
retail debut. 


Data Analysis: The ROM contained inside is identical to a known prototype ROM image available 
on the internet. That ROM image appears to be near-final, with only one observed change 
involving collision during one particular boss fight. 


Conclusion: Given the period appropriate parts used, the Capcom EPROM labels, and the 
prototype data, we have no reason to doubt the authenticity of this item. 
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WATAOO062 - Teenage Mutant Ninja Turtles Il: The 
Arcade Game (August 20th, 1990 Prototype) 


Submitted By: Jeremy Smith 

Platform: NES 

MD5 (PRG ROM): 8EFBD8574B9749880E4A5574E9D520FF 
MD5 (CHR ROM): 87D199E6EB3C16422C2A3DED760ACC37 


History: Teenage Mutant Ninja Turtles Il: The Arcade Game is, as the title suggests, a home 
conversion of Konami's arcade game, Teenage Mutant Ninja Turtles. The conversion was led by 
programmer Kouki Yamashita, who would go on to direct titles including Castlevania Legends 
and Mystical Ninja Starring Goemon. The conversion actually expanded on the arcade original 
by adding two new levels, complete with new enemies and boss fights. 


The game was also notable for having a promotional tie-in with the Pizza Hut restaurant chain - 
coupons were offered for purchasing the game, and in addition, advertisements for the 
restaurant appear during gameplay. In Japan, these advertisements were replaced by generic 
graphics. 


Object Analysis: The front of the cartridge contains a label seen previously on another 
pre-production copy of this game believed to be authentic. The label contains a date: August 
20th, 1990. 


Inside is a circuit board, part number NES-TLROM-02, that is actually not a prototyping board: it 
is used in retail games. However, it was common for some companies to use these, as re-using 
parts from a retail game was sometimes easier or cheaper to obtain than a prototyping board. 


The EPROMs have manufacturing dates that pre-date the game's retail debut. The labels on the 
EPROMs show the same date as the front label, along with the game's name in Japanese. The 
game is nearly identical, visually, to a cartridge documented on the Nintendo Player website 
(http://www.nintendoplayer.com/prototype/teenage-mutant-ninja-turtles-ii/). However, the date 
on this cartridge is 8/20, as compared to the Nintendo Player cartridge's date of 8/2. 


Data Analysis: The data is identical, with exactly one difference: at the end of the program ROM 
is the string “SAMP900820,” which appears to stand for “Sample 1990-08-20,” matching the date 
written on the cartridge. The retail game instead contains the string "MAST900801; likely 
meaning "Master 1990-08-01.” 
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SAMPS900820.b;yP. MASTS900801.b;YyP. 
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This appears to be the final version of the game, burned to КОМ 19 days after it was finished. 


The aforementioned Nintendo Player cartridge exhibits the same change, though with its date 
instead (“SAMP900802”). 


Conclusion: Given the visual and data similarities to a known prototype cartridge, we have no 
reason to doubt this item's authenticity. 
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WATAOO061 - Hot Rod Taxi (Custom Cartridge) 


Submitted By: Jeremy Smith 

Platform: NES 

MD5 (PRG ROM): 82999A870C5776C40026FADFA8B10B89 
MD5 (CHR ROM): EA15A1821FB6CD5BE6680827DF32132F 


History: This is a modern homemade cartridge for "Hot Rod Taxi,” a very early proof-of-concept 
prototype made by late programmer Chris Oberth during his time at Mindscape. This game 
ultimately evolved into an unreleased version of Days of Thunder. 


$ 
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Top: The Hot Rod Taxi prototype. Bottom: The unreleased Days of Thunder, also by Oberth. 


This one-of-a-kind cartridge was sold on eBay on June 12th, 2020, with some proceeds going 
toward helping Oberth's surviving family. Archived sale here: 


https://web.archive.org/web/20200906215524/https://www.ebay.com/itm/NES-Hot-Rod-Taxi-U 
nreleased-Prototype-Tech-Demo-Development-Nintendo-Rare-/274388871733?hash-item3fe2d 
9ea35%3Ag%3AVAKAAOSwQGpe2tBW&nma=true&si=2cvYgBI%252F9FEt%252BopCmCV7ulLZZ 
%252BE%253D&orig_cvip=true&nordt=true&rt=nc&_trksid=p2047675.12557 


There was never an authentic cartridge, or even authentic ROMs, for this game: Oberth's 
development environment had him pushing data to a cartridge directly from his computer. The 
data on this cartridge was actually assembled from the source code contained on Oberth's 
original 5.25” floppy disks, which were also sold as part of the eBay lot. 
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Two of the original floppy disks this game was recovered from. 


In 2020 The Video Game History Foundation recovered a significant amount of Oberth's 
personal data, in an attempt to preserve his video game assets. Among these was the source 
code for this early prototype. VGHF engineer Rich Whitehouse was able to recreate Oberth's 
development environment virtually, and then write new tools to convert the game's code into 
binary data. This binary data is what was used for the cartridge. 


This one cartridge was made just for the sale, with the understanding that the data would not be 
made public without the new owner's permission. The cartridge shell and circuit board were 
provided by Paul Molloy of Inifinite NES Lives. 
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Object Analysis: 
We verified with the author of the cartridge that the hand-written “TAXI” on the back of the board 
is his handwriting. 


Data Analysis: Though the data is not public, it was actually restored and built by The Video 
Game History Foundation, so we retained a copy. The data dumped from the cartridge is 
identical. 


The game is a very simple prototype, in the literal sense. Players can move a car around a 
horizontally scrolling screen, and can collide with other vehicles. 


Conclusion: As we have first-hand verification from the creator of the cartridge, we are confident 
in saying that this is the exact Hot Rod Taxi cartridge sold on eBay. 
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WATAOO067 - Power Blade Il (Prototype) 


Submitted By: Jeremy Smith 
Platform: NES 
MDS: (identical to retail) 


Object Analysis: The outer cartridge appears to have no sticker residue, suggesting it was a 
prototyping part provided by Nintendo. A window has been cut out from the top shell in order to 
fit the protruding EPROMs inside. 


The board inside is a retail production board, NES-TSROM, which has been modified to accept 
burned EPROMs. The EPROMs themselves have manufacturing dates that pre-date the retail 
debut of the game. Written on the EPROM stickers are the game's title, the ROM's Checksum-16 
hash, and its PRG or CHR designation. The hashes are identical to the retail ROMs. The back of 
the PCB has yellow wiring in order to accommodate the needs of the swapped-in EPROMs. 


Data: The data is identical to the retail game. 


Conclusion: Given the period-appropriate EPROMs used, we have no reason to doubt the 
authenticity of this item as a pre-production game. 
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GAMES 


МАТА0065 - Gauntlet (Prototype) 


Platform: NES 
Region: U.S. 
MD5: (identical to retail) 


History: Gauntlet was among the first titles to be created for the Nintendo Entertainment System 
by Tengen, a division of Atari Games. It is a conversion of the Atari arcade game of the same 
name, with some additional added features. 


In 1989, Tengen decided to cancel its publishing partnership with Nintendo, opting to instead do 
its own cartridge manufacturing and distribution without an official license. It is because of this 
split that Gauntlet cartridges can be found in both a "licensed" and “unlicensed” variation. 


Object Analysis: The cartridge shell appears to have been recycled from a retail game, with glue 
residue present where a commercial label would be, and "windows" cut out of the front in order 
to fit the protruding chips on the board. 


ATARI GAMES © 87 
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The circuit board inside appears to be made by the game's developer, Atari Games, and is a 
board not documented on the internet. It reads "SYS V COMP CART" and has what appears to be 
а part number of “A043783.” This is not a board we have previously seen, and may have been 
unique to this game. 
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Data Analysis: The data is 100% identical to the retail release of the “licensed” version of the 
game. 


Conclusion: Given the unique circuit board inside, we have no reason to doubt the authenticity 
of this item. 


The circuit board has a year printed on it - 1987. This may make it an historically interesting find, 
as 1987 is quite early for third-party development for the American NES. As well, it is very 
unusual to see a third-party development board like this, though it may have just been a 
necessity, as Nintendo did not offer this particular board type. 
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WATAO059 - G.I. Joe: A Real American Hero 
(Prototype) 


Submitted By: Jeremy Smith 

Platform: NES 

MD5 (PRG ROM): E13C77F5674648F4FFD9BA7E82D3B604 

MD5 (2 CHR ROMs, combined): 8B5B07E0B9B998A1C88AED1925C4A97F 


Object Analysis: The cartridge has a front label with the game's publisher and contact info, the 
gamess title, the word "Prototype, and the phrase "Not for resale." 


Inside is what appears to be an authentic Nintendo TKROM prototyping board, part number 
NES-TKEPROM-01. The EPROMs appear to have manufacturing dates from 1989 and 1990, 
pre-dating this game's January, 1991 retail debut. 


Data Analysis: The game's data is identical to the retail version. 


Conclusion: Given the period-appropriate parts used and the convincing outer label, we have no 
reason to doubt the authenticity of this item. 
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WATAOO60 - С.І. Joe - The Atlantis Factor 
(Prototype) 


Submitted By: Jeremy Smith 

Platform: NES 

MD5 (PRG ROM): CFCD208495D565EF66E7DFF9F98764DA 

MD5 (2 CHR ROMs, combined): 3FFE091D55406BB2845DE995C350CBA2 


Object Analysis: The front of the cartridge contains two stickers: the top is a “Please Return” 
sticker that we have observed on prior cartridges believed to be authentic Capcom USA 
prototypes. The bottom contains the game's title and a date, 8/14. 


Inside is what appears to be an authentic Nintendo TKROM prototyping board, part number 
NES-TKEPROM-01. The EPROMs inside have manufacturing dates from 1988 and 1989, 
pre-dating the game's retail debut. Stickers on the EPROMs are populated with Checksum-16 
values for each ROM. 


Data Analysis: Both the program (PRG) and graphics (CHR) ROMs display differences when 
compared to the retail game. The Checksum-16 values of both CHR ROMs match what is written 
on the EPROMs ' labels, but interestingly, the PRG does not. 


If the dates on the cartridge and EPROMs are accurate, this predates the final game 
significantly. However, a side-by-side comparison of both the tiles and a three-minute gameplay 
attempt revealed only one noticeable difference: in the submitted game, a space fails to appear 
between "A" and “REAL in the title screen tabline “А REAL AMERICAN HERO.” 


Conclusion: Given the period-authentic parts used and the unique data inside, we have no 
reason to doubt the authenticity of this cartridge as a pre-production version of the game. 
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WATAOO063 - Blaster Master (May 20th, 1988 
Prototype) 


Submitted By: Jeremy Smith 

Platform: NES 

MD5 (PRG): 8C61890B5BE4FF891CDFACCFAA89584E 
MD5 (CHR): EBF9475A820FA03214F7D0C352B2B644 


Object Analysis: The front of the cartridge contains two labels: the first has the game's title and 
publisher, the date, and hand-written instructions to activate a "weapon select" debug feature. A 
second sticker, which is typewritten, explains that the cartridge contains a level skip feature that 
will not be present in the final game. 


Inside is what appears to be an authentic Nintendo-made SKROM prototyping board 
(NES-SKEPROM-01), and two EPROMs with manufacturing dates from 1988, the latter of the two 
from March, pre-dating the cartridge's stated May 20th date. 


The appearance of the label and the stickers on the EPROMs closely match a known prototype 


cartridge of the game (http://www.nintendoplayer.com/prototype/). 
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Top: “Nintendo Player” prototype. Bottom: the item as submitted. 


Data Analysis: The data is an identical match for a well-known prototype ROM on the internet. 
The following screenshots come from that ROM's entry on The Cutting Room Floor 
(https://tcrf.net/Proto:Blaster Master): 


SELECT START AREA 


AND 
PRESS START 
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At the start of the game, the user can select their starting level, as advertised on the game's 
label. 


= 
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The prototype (top) has a larger and more detailed cavern during the game's opening. The 
reason for the change is clear: the additional tiles used here actually overwrote tiles used for a 
mini boss in level 1, causing its appearance to corrupt. 


.... 





Conclusion: Given the physical appearance of the labels and the authentic parts used, we һауе 
no reason to doubt the authenticity of this item. 
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МАТА0057 - Chip ‘n Dale: Rescue Rangers 
(Prototype) 


Submitted By: Jeremy Smith 

Platform: NES 

MD5 (CHR): B814F85B1E22C42E71D16BB3ED0350EB 
MD5 (PRG): F8EC910D6DB51A566122912FC57EBF57 


Object Analysis: Cartridge has a hand-written label on the back side reading "RESCUE RANGER.” 
A label generated by a label maker affixes the top side, reading “BADGETT.” The meaning behind 
this is unclear, it may have been added posthumously by a prior owner. 


The board inside appears to be an authentic Nintendo-made SKROM prototyping board, part 
number NES-SKEPROM-01. Both EPROMs have a manufacturing date from 1988, pre-dating the 
game. 


Data Analysis: The game contained on the EPROMs contains a handful of visible differences 
when compared to the retail game. The data is identical to a previously known prototype of this 
game, as documented on the "Nintendo Player" website 


(http://www.nintendoplayer.com/prototype/chip-n-dale-rescue-rangers/). 


Comparison Screenshots: The following screenshots were taken from the above Nintendo 
Player article. 
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There is a layout and tile change during cutscenes. The prototype, as seen above, shows a curl 
to Gadget's tail arching around Dale. This is also how the scene appears in the European and 
Japanese versions of the game. On the bottom is the retail U.S. game, where Dale is shifted one 
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pixel to the left, causing him to inherit the green from Monterey Jack's color palette. Also, 
Gadgets tail is straight here. 
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Another difference occurs on the status screen, accessible while pressing Select during 
gameplay. In the prototype, the words FLOWER, STAR and PLAYER are spelled out, which forces 
the game to also flicker the player's name, numbers and arrows - this is likely because it exceeds 
the NES' limitation of 8 sprites per scanline. In the final game, the words are abbreviated, and no 
flashing is present. 


The final difference noted is that both the flower and star items have different value than in the 
final game: collecting 50 flowers triggers a star, vs. 100 in the final, and 10 stars rewards а ТУР, 
vs. 20 in the final game. 


Conclusion: As it is impossible to authenticate when an EPROM was burned, caution should 
always be taken when evaluating items such as these. However, given the physical appearance 
of the cartridge, the period-authentic parts used, and the convincing back label, we have no 
reason to doubt that this is an authentic pre-production cartridge for the game. 


This game appears to be nearly final code, with only polish and bug fixing applied between this 
and the retail game. 
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WATA0068 - Panel de Pon (Internal Copy) 


Submitted By: 
Platform: SNES 
MD5: (identical to Japanese retail) 


Object analysis: This is a U.S.-style Super Nintendo cartridge, containing a first-party Nintendo 
game that was only released in Japan. 


The front of the cartridge contains two labels: the top label contains the PCB type housed in the 
cartridge (4PV5B) and what appears to be an inventory number (#27). Underneath is the text 
"Product acquisition and development." 


Underneath this is a sticker with a design seen previously EPROMs originating from Nintendo of 
America (specifically on a verified authentic copy of SimCity for the NES). Here we see the game 
title (Panel), a date (November 11th, 1998), and a version designation (J Pro, likely “Japanese 
production"). The date on the label actually post-dates the Japanese retail release of the game 
by over three years. 


The cart is sealed shut with black duct tape, likely for security purposes. A window is cut out of 
the back, revealing two empty EPROM sockets and some visible parts of the circuit board. While 
we couldnt verify for certain without damaging the original duct tape, this does indeed appear 
to be a 4PV5B board inside, a well-documented Nintendo prototyping board. 


The 1998 date is curious at first, but there is at least one logical explanation: Panel de Pon is a 
game that was included in the Nintendo Gateway System, an embedded Super Nintendo-based 
platform used on airplanes and in hotel rooms. Even though the game originated in Japan, it 
was included even in English language versions of the system. Perhaps this is a relic from 
Gateway's development, and not from the 1995 development of the game itself. 


Data analysis: The data on the cartridge is identical to the retail Panel de Pon game for Super 
Famicom (revision 1, as seen on the Wii Virtual Console release), which was later used as the 
basis for Tetris Attack in the U.S. and Europe. 


Conclusion: While the date on the label tells us that this is not a pre-production copy of either 
Panel de Pon or Tetris Attack, the labels do suggest that it may have been used internally at 
Nintendo, possibly in relation to the Nintendo Gateway System. This is only an assumption, 
though, which we are unable to fully verify. That said, we have no reason to doubt this item's 
authenticity as an internally-made copy of Panel de Pon, as an attempt at a fake would likely use 
an earlier date. 
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WATAO069 - Panel de Pon (Internal Copy) 


Submitted By: 
Platform: SNES 
MD5: (identical to Japanese retail) 


Object Analysis: This is a U.S.-style Super Nintendo cartridge, containing a first-party Nintendo 
game that was only released in Japan. 


A white label on the cartridge front explains PCB type housed in the cartridge (4PV5B) and what 
appears to be an inventory number (#6). Underneath is the text “Product acquisition and 
development." Other than the inventory number, this is identical to another item submitted to 
WATA by the same person. 


The back of the cartridge contains a sticker seen previously on internal Nintendo of America 
prototypes (specifically SimCity for the NES), typically covering EPROMs. The game's title is 
present, along with the text "Japan" and "April." 


The cart is sealed shut with gray duct tape, likely for security purposes. A window is cut out of 
the back, revealing two empty EPROM sockets and some visible parts of the circuit board. While 
we couldnt verify for certain without damaging the original duct tape, this does indeed appear 
to be a 4PV5B board inside, a well-documented Nintendo prototyping board. 


While there is no date present, the similarities to the prior submission suggest that it is likely 
from the same period, around 1998. 


Data Analysis: The data on the cartridge is identical to the retail Panel de Pon game for Super 
Famicom (revision 1, as seen on the Wii Virtual Console release), which was later used as the 
basis for Tetris Attack in the U.S. and Europe. 


Conclusion: Like the prior submission, we have no reason to doubt this item's authenticity as an 
item created internally, possibly at Nintendo of America, but we have no reason to view it as a 
pre-production item from the development of either Panel de Pon or Tetris Attack. 
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WATA0068 - Panel de Pon (Internal Copy) 


Submitted By: 
Platform: SNES 
MD5: (identical to Japanese retail) 


Object analysis: This is a U.S.-style Super Nintendo cartridge, containing a first-party Nintendo 
game that was only released in Japan. 


The front of the cartridge contains two labels: the top label contains the PCB type housed in the 
cartridge (4PV5B) and what appears to be an inventory number (#27). Underneath is the text 
"Product acquisition and development." 


Underneath this is a sticker with a design seen previously EPROMs originating from Nintendo of 
America (specifically on a verified authentic copy of SimCity for the NES). Here we see the game 
title (Panel), a date (November 11th, 1998), and a version designation (J Pro, likely “Japanese 
production"). The date on the label actually post-dates the Japanese retail release of the game 
by over three years. 


The cart is sealed shut with black duct tape, likely for security purposes. A window is cut out of 
the back, revealing two empty EPROM sockets and some visible parts of the circuit board. While 
we couldnt verify for certain without damaging the original duct tape, this does indeed appear 
to be a 4PV5B board inside, a well-documented Nintendo prototyping board. 


The 1998 date is curious at first, but there is at least one logical explanation: Panel de Pon is a 
game that was included in the Nintendo Gateway System, an embedded Super Nintendo-based 
platform used on airplanes and in hotel rooms. Even though the game originated in Japan, it 
was included even in English language versions of the system. Perhaps this is a relic from 
Gateway's development, and not from the 1995 development of the game itself. 


Data analysis: The data on the cartridge is identical to the retail Panel de Pon game for Super 
Famicom (revision 1, as seen on the Wii Virtual Console release), which was later used as the 
basis for Tetris Attack in the U.S. and Europe. 


Conclusion: While the date on the label tells us that this is not a pre-production copy of either 
Panel de Pon or Tetris Attack, the labels do suggest that it may have been used internally at 
Nintendo, possibly in relation to the Nintendo Gateway System. This is only an assumption, 
though, which we are unable to fully verify. That said, we have no reason to doubt this item's 
authenticity as an internally-made copy of Panel de Pon, as an attempt at a fake would likely use 
an earlier date. 
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WATAO069 - Panel de Pon (Internal Copy) 


Submitted By: 
Platform: SNES 
MD5: (identical to Japanese retail) 


Object Analysis: This is a U.S.-style Super Nintendo cartridge, containing a first-party Nintendo 
game that was only released in Japan. 


A white label on the cartridge front explains PCB type housed in the cartridge (4PV5B) and what 
appears to be an inventory number (#6). Underneath is the text “Product acquisition and 
development." Other than the inventory number, this is identical to another item submitted to 
WATA by the same person. 


The back of the cartridge contains a sticker seen previously on internal Nintendo of America 
prototypes (specifically SimCity for the NES), typically covering EPROMs. The game's title is 
present, along with the text "Japan" and "April." 


The cart is sealed shut with gray duct tape, likely for security purposes. A window is cut out of 
the back, revealing two empty EPROM sockets and some visible parts of the circuit board. While 
we couldnt verify for certain without damaging the original duct tape, this does indeed appear 
to be a 4PV5B board inside, a well-documented Nintendo prototyping board. 


While there is no date present, the similarities to the prior submission suggest that it is likely 
from the same period, around 1998. 


Data Analysis: The data on the cartridge is identical to the retail Panel de Pon game for Super 
Famicom (revision 1, as seen on the Wii Virtual Console release), which was later used as the 
basis for Tetris Attack in the U.S. and Europe. 


Conclusion: Like the prior submission, we have no reason to doubt this item's authenticity as an 
item created internally, possibly at Nintendo of America, but we have no reason to view it as a 
pre-production item from the development of either Panel de Pon or Tetris Attack. 


576764-001 - Kirby’s Adventure 
Platform: NES 
MD5: ADBE3E238075A26264D813F978BOAF 17 (Identical to the REV O retail U.S. game) 


Object Analysis: This is an NES cartridge with a simple printed label on the front identifying the 
game (Kirby's Adventure), its intended region (“USA VERSION ROM”), its retail product code 
("NES-KR"), and its version number (“FINAL/NTSC”). 


The label style matches known NES and Game Boy first-party, non-retail cartridges from this 
era, most (perhaps all) of which contain a final NTSC ROM. Their intended use is unknown. As 
most of these cartridges seem to have originated in Europe, our best guess is that these were 
created inside of Nintendo’s Japanese lab and mailed to European subsidiaries as product 
samples for evaluation. Some of these have contained retail PCBs inside, while others - such as 
this one - use a development board, perhaps because the game had not yet been manufactured 
when this sample was created. 


The PCB inside is a known first-party development board (NES-TKEPROM-02). The 
HN27C301AG-15 EPROM manufacturing dates are all from the 48th week of 1992, pre-dating 
the commercial release of the game. Stickers on the EPROMs indicate the game title and the 
expected ROM position on the board. 


Data Analysis: The data is identical to the initial REV 0 release of Kirby's Adventure in the 
United States. 


Conclusion: Given the authentic PCB and the physical appearance matching several known 
specimens, we have no reason to doubt the authenticity of this item. 


576764-002 - Rainbow Islands “Domestic Sample” 

System: NES 

Region: United States 

MD5: 76D8366D74C43E4DF27D1882F46B10C1 (identical to U.S. retail) 


Object Analysis: Item is an NES cartridge with a black and white front label sticker, headlined by 
the text “DOMESTIC SAMPLE”. A few fields on the sticker are filled out, identifying the Vendor 
(Taito) the item number (TS-0037-80), how many units are sold per package (24), and the cost 
($24.95). A simple label-maker label on the back of the cartridge identifies the game as 
“RAINBOW ISLAND." The typeface suggests a Japanese origin. Also present is a name (A. 
Henrie). 


The PCB inside is a known Nintendo development board, NES-UNEPROM. The single 
AM27C100 EPROM chip identifies the game as “U4 Y7K—,” or “RAINBOW.” All identifiable 
manufacturing date stamps on the board chips pre-date the game’s documented U.S. release of 
June 1991. 


Data Analysis: The data present is identical to the U.S. retail version of the game. 
Conclusion: Given the authenticity of the parts used, we have no reason to doubt the 


authenticity of this item. The intended purpose seems to have been as a sample given to a retail 
store buyer for evaluation. 


576764-003 - Chip’s Challenge (Unreleased NES prototype) 
System: NES (U.S.) 
MD5: CDA673827B1506C5FDB77C646776A061 


Object Analysis: The item is an NES cartridge with a window cut out, so that a game’s ROMs 
can be easily replaced. The front sticker shows a stamped logo for the developer, Images 
Software, with the game’s title and date (May 18, 1992) written in pen underneath. 


The РСВ inside is a production retail board, part NES-SNROM-05. It is not uncommon for retail 
boards to be repurposed for prototyping, as sometimes purchasing a cartridge was cheaper (or 
faster) than purchasing an official prototyping board from Nintendo. The backside of the PCB 
contains some red wiring to make the game function correctly. 


All of the easily identifiable chip manufacturing dates present pre-date the game’s stated May 
18, 1992 burn date. 


The cartridge appears to be an identical match for the cartridge that was originally sold on eBay. 
As far as we know, this is the only known contemporary copy of Chip’s Challenge on the NES. 


Data Analysis: The data, as expected, is a 100% match to the data available on the internet, as 
it came from the same cartridge. We can also verify that the data online was not altered in any 
way, as this author is the one who digitized it originally. 


Conclusion: As this is the only known copy of the game, we have no reason to doubt its 
authenticity. 


576764-004 - Super Mario World 2: Yoshi’s Island 

System: Super Nintendo 

Region: U.S. 

MD5: CB472164C5A71CCD3739963390EC6A50 (Identical to U.S. REV O retail) 


Object Analysis: Item is a bare PCB, part number SHVC-4RB3B7S, which is a known and 
documented Nintendo prototyping board for games that use the Super FX chip. 


The latest identifiable chip manufacturing date is from the final week of May, 1995, pre-dating 
the game’s U.S. and European release by a little over three months. 


The four EPROMS present identify the game (as “ҮІ”) and the numerical order of the ROMs (0, 
1, 2, and 3). The handwriting suggests a Japanese origin. 


The item appears to be the exact PCB documented on the SNES Central website: 
https://snescentral.com/pcbboards.php?chip=SHVC-4RB3B7S-RE-01 

Data Analysis: The data is identical to the retail U.S. game. 

Conclusion: Given the extreme rarity of the PCB, we have no reason to doubt the authenticity of 
this item. It is fairly common to find items like this in Europe, almost always with final code 
(sometimes even with retail PCBs inside), so it is possible that this has a similar origin. We 


believe these items were created after the game’s completion - but before its manufacturing - as 
evaluation samples for the European market. 


576764-005 - Valkyrie Profile Reviewable 
System: PlayStation 
Region: U.S. 


Object Analysis: The submitted object is a two-disc set of TDK Certified Plus CD-Rs containing 
a playable build of Vaklyrie Profile for the Sony PlayStation. 


The text "Reviewable" is written on both, indicating that the purpose of these discs was to be 
used by a media outlet in its review of the game. 


The handwriting appears identical to a copy housed in the Video Game History Foundation's 
archives, which we can verify as having originated from a United States magazine. 


Data Analysis: The files contained on these discs are identical to those contained in a retail 
copy of the game. We can confirm that the discs in our archives are identical to retail as well. 


Conclusion: Given the physical appearance of the discs, we have no reason to doubt their 
authenticity as a review copy of the game, likely given to a publication based in the United 
States. 


576764-006 - Panorama Cotton(Mega Drive) 
Platform: Mega Drive (Japanese Genesis) 
MD5: 32FCE60C10ACCFD71F4679527A1156E6 


Object Analysis: Object is a loose PCB, identified with writing as the “16/32 Mb RAMBOARD 
V.10," with a 1992 copyright to Delphine Software International. Delphine was a French game 
developer known for games including Flashback and Shaq Fu, so it is curious to see a 
development board by them used with Japanese ROMs. It is possible that Delphine 
manufactured third-party development boards and sold them to other companies, but we were 
unable to locate any information to substantiate this. 


The four populated M27C4001 identify the game title (/ 372 3 F7), as well as a date of 
November 27th. 


The appearance seems to be an identical match for the Panorama Cotton prototype featured on 
the Hidden Palace website, submitted by user Billscat-socks. 


https://hiddenpalace.org/Panorama Cotton (Nov 27, 1993 prototype) 


Data Analysis: The data is an identical match with the aforementioned Hidden Palace release, 
though it is worth noting that the Hidden Palace version is an *overdump," meaning it is twice 
the necessary size and contains unnecessary data in the latter half. The MD5 hash above 
represents a proper 8 Mb dump of the game data itself. 


Said data is a limited demo of the complete game, and has some observable changes in its 
playable levels, as indicated in the Hidden Palace article. 


Conclusion: The item appears to be the same PCB cataloged in the Hidden Palace release. 
Given this, and that both the data and the PCB itself appear to be unique, we believe this to be 
an authentic sample version of the game. 


576764-007 - Rainbow Islands Extra (Unreleased U.S. Prototype) 
Platform: Sega Genesis 
MD5: FE263bE1AC23A7FOF9FB78C8739BCB684 


Object Analysis: The item is a standard United States Sega Genesis cartridge, with simple label 
maker stickers on the front identifying the game name ("Rainbow Islands Extra"), the publisher 
(Taito America Corp.), and the number 25, the purpose for which is unknown. 


The PCB inside is a known Sega Genesis development board, model 4EP-ROM M5. The two 
AM27C020 EPROMs populating the board have stickers identifying the game title (as an 
abbreviated R) and the positions of the two interleaved ROMs (odd and even, abbreviated as O 
and E). 


Data Analysis: The data appears to contain a commercially-unreleased United States version of 
Rainbow Islands Extra, a game that was published only in Japan. The header text of the ROM 
indicates a copyright date of December 1991, whereas the Japanese version identifies as June 
1990. Additionally, the header shows a unique serial number for the game: T-58036. 


A quick side-by-side gameplay comparison shows different copyright information between this 
and the Japanese version of the game, including a Taito 1994 copyright in the U.S. version vs. a 
Taito Corporation 1990 copyright in the Japanese. No other changes were observed after letting 
the game display an attract mode demo, as well as manually entering the first stage. 


Conclusion: Given the authenticity of the parts used and the uniqueness of the data, this 
appears to be an authentic prototype of the unreleased Taito U.S. version of Rainbow Islands 
Extra. 


576764-008 - Castlevania: Vampire’s Kiss 

System: Super Nintendo (PAL) 

Region: Europe 

MD5: A62D08AFD924004F 11341F06A80D5F4AA (Identical to retail) 


Object Analysis: Object is a Super Famicom cartridge shell. The front label is one commonly 
seen on several known prototypes, which seems to have originated from Nintendo as a generic 
label to use for prototype and sample cartridges for both Japanese and PAL Super Nintendo 
games. The label appears authentic when compared to photographs of other specimens on the 
internet. 


Handwriting identifies the title of the game (“CASTLEVANIA V.K.”), an unknown code number 
(RH042), and an additional sticker identifies the creator as Konami. The КН042 code also 
appears on another Vampire's Kiss prototype photographed on the internet. 


The PCB inside is a known Nintendo prototyping board, SHVC-4PV5B-01, which appears 
authentic. The latest chip manufacturing date identifiable is from the 38th week of 1992, which 
precedes the game's release of 1996. Four EPROMs are present, with labels indicating their 
placement order (A through D). 


Data Analysis: The game is identical to the retail version of Castlevania: Vampire's Kiss, which 
is the European version of a game released in the United States as Castlevania: Dracula X. 


Conclusion: Given the authenticity of the parts used, we have no reason to doubt the 
authenticity of this item. 


576764-009 - Castlevania (Sample) 
Platform: Famicom (Japanese NES) 
MD5: 10FAA6E18BD5574932ECO7CADAEE0471 (identical to retail European game) 


Object Analysis: Object is a black Famicom shell. The front label is one seen on several 
examples of Konami prototype and sample cartridges of the time. Hand writing on the front 
identifies the game (as "CASTLE VANIA”). This is interesting for two reasons: first, because the 
game was not called Castlevania in Japan, and second, because the Japanese version 
Castlevania was actually a Disk System game, not a cartridge (Konami would eventually 
produce a cartridge version, but the old Konami logo on this label suggests that this cartridge is 
from before that time). 


The PCB inside of the cartridge is populated by chips whose most recent manufacturing date 
stamp is the 7th week of 1988. This post-dates both the American and Japanese versions of the 
game, but pre-dates the European version, which appears to have been released in late 1988. 


Stickers on the EPROMs read “RP003 L” and “RP003 H.” Their meanings are unknown. 


Data Analysis: The data contained on the cartridge is a 100% identical match to the European 
release of Castlevania. 


Conclusion: Given the apparent authenticity of the parts used, we have no reason to doubt the 
authenticity of this item as a prototype of the European release of Castlevania. 


578186-002 - Thunder in Paradise (Unreleased SNES Game) 
System: Super Nintendo 

Region: U.S. 

MD5: 1733361FA2BAD191D8DEC10202E3C81E 


History: Thunder in Paradise was a short-lived syndicated TV show starring Terry “Hulk” Hogan, 
Chris Lemmon, and Carol Alt. A Software Toolworks-created tie-in game for both the Super 
Nintendo and Sega Genesis systems was announced in 1994, but was never commercially 
released. Another Thunder in Paradise game, using footage from the show, was produced by 
Philips for both the CD-i and IBM PC systems, but this is unrelated to the Software Toolworks 
effort discussed here. 


The game made its debut at the Summer Consumer Electronics Show in Chicago in June of 
1994. According to a press release issued by Software Toolworks at the time, the game - then 
scheduled for release later in the year - “delivers all the action, suspense, and excitement of the 
hit TV series by combining side-scrolling platform play, first-person perspectives, boat racing 
sequences, and more. Nine non-stop levels of game play are drawn from actual television 
episodes.” 


The show’s three stars were present during one of the show’s days to sign autographs, and to 
attend an invitation-only party, which according to one magazine took place on Lake Michigan. 


As far as our research has shown, no video game press outlets published any impressions or 
photographs of the game, or even of the show’s stars. The only appearance of the game is in 
the Next Wave section of the October 1994 issue of Electronic Gaming Monthly. This is the first - 
and last - time that the public had ever seen the game, as it was quietly canceled. 

Interestingly, the game does appear in Nintendo’s “First Half 95 Source Book Licensee Index,” 
which was distributed at the January 1995 Winter CES in Las Vegas, with publisher Mindscape 
(Software Toolworks had re-branded itself by this point) claiming that it was to be released 
sometime that year. This is curious, as the show itself was canceled well before this event. 
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The cartridge seen here was sold on eBay by Jimmy Hart Jr., the son of Hulk Hogan manager 
Jimmy Hart. The item was found among his mother’s possessions. Hart Jr. was able to provide 
additional photographs and ephemera substantiating his identity. 


Object Analysis: The submitted artifact is a bare SHVC-4PV5B-01 PCB. An aftermarket clear 
Super Nintendo cartridge shell is also present, but this was added recently. Partial stickers are 
present on three of the four EPROMSs, though it looks like an attempt was made to remove 
them. There is no metadata identifiable on the remaining stickers, other than the game's title, 
with the exception of what appears to be a "00." on one of them. Perhaps this was a software 
version number. 


All of the identifiable chip manufacturing dates pre-date the game's announcement at CES. 
Additionally, the board appears identical to a thumbnail we were able to retrieve from the original 
eBay sale (the actual listing is no longer available to us). 





Data Analysis: The game presents itself as a “CES Demo’ on its title screen. Left to play without 
user input, the game loops through four different levels, each preceded by a still image with text 
including “An explosive new video game!”, “Excellent Combat System,” “Stunning 3-D Graphics” 
and “Starring Terry ‘HULK’ Hogan.” These screens were likely made to be seen by passersby at 
the event. 


Attempting to play the game allows the user to access three different gameplay demonstrations, 
each limited in its feature set. The “3D Boating” demo allows the user to navigate a boat, though 
the ability to fire missiles that is demonstrated in the non-interactive demo does not appear to be 
present. There is also a side view demo, which is the most feature-rich of the three: the player 
can jump on platforms, climb ladders, and shoot various enemies. Finally, an overhead section 
lets the player navitage on an overhead map, and while environmental collision is present, the 
player can not interact with the enemies. A door is present on this stage, but it does not go 
anywhere. 


The non-interactive screens show additional levels and features, including a second playable 
character, and what appears to be a gameplay feature where Hogan’s character can grow in 
size and muscle definition, possibly as a power-up. 


No copy of this game was previously known to exist, so there is nothing to compare this data to 
other than the three published photographs from Electronic Gaming Monthly, which appear to be 


from a different version of this game (alterations include UI elements and a second player). 


Conclusion: Given the unique nature in which the game was sold, as well as the entirely unique 
data contained on its chips, we have no reason to doubt the authenticity of this item. 


Screenshot Gallery: 
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578186-003 - Mike Tyson’s Intergalactic Power Punch (Unreleased NES Prototype) 
System: NES 

Region: U.S. 

MD5: CFE316CD1E4BB8E226A1047EEE193E21 


History: We know surprisingly little about the history of Mike Tyson’s Intergalactic Power Punch. 
We know that publisher American Softworks (ASC) announced and demonstrated the game at 
the Winter Consumer Electronics Show in January of 1991, and we know that when the game 
was eventually released in June of 1992, it was renamed Power Punch Il, and the names and 
likenesses of both boxer Mike Tyson and his promoter, Don Kong, were no longer in the game. 


Anything more than this - including the reasons that Tyson might have been dropped, and the 
odd narrative currently present on Wikipedia that the game was “under supervision from 
Nintendo, until the latter disowned the production of the game,” appear to be completely 
speculative. As far as our research shows, no one from Nintendo, publisher American 
Softworks, or developer Beam Software has ever spoken on record about this title. 


The January 1991 show that the game debuted at was also the debut of ASC itself. ASC was 
the game publishing sister company of Entertainment Marketing Communications International 
(EMCI), an “entertainment marketing company" mostly known for attaching musicians and stars 
to advertising. Notably, EMCI was also the creator of the Nintendo World Championships event, 
and was responsible for promotions that linked Pepsi to Nintendo. 


We know that the game was publicly demonstrated at the show, as two photographs from the 
event were published in the March, 1991 issue of Electronic Gaming Monthly. 
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This is the only record we have of the game being demonstrated at the show, and as far as we 
know, these are the only images of the game ever published. 


ASC provided a four-page brochure at the event, announcing not only its existence, but its first 
three titles: The Mutant Virus, Treasure Master, and this game, simply titled “Power Punch.” 
Curiously, the name “Tyson” is never mentioned in the literature: he’s referred to simply as 
“Mike.” Perhaps his name and likeness rights had not yet been fully secured before the literature 
went to print (or perhaps never at all - we can not substantiate this). 
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The literature also reveals that the game was speculatively planned to be available in the third 
quarter of 1991, though any information on games from a Winter CES show should be taken 


with a grain of salt, as the show’s primary function was to evaluate store buyer interest. A little 
bit of bluster is to be expected. 


Object Evaluation: The item is an NES cartridge with a window cut out for accessing its reusable 
EPROMs. The label identifies a version number for the game - 0529 - and identifies itself as 
coming from a company called “budBOY Productions, Inc.” This company and its relationship to 
ASC Games is unknown, though two other prototype cartridges for ASC Games titles - The 
Mutant Virus and Trolls in Crazyland - exist with similar labels. 


Жж 


eee 





POWER PUNCH 












American Softworks 
ver. 0529 





LL. ee ES 


(D: 
9: 
2: 
о 






return to: 
Col Stone 

138 Canal St, Bldg #22 
Stamford, Ct. 06902 
203-978-0864 






hudBOY e 34 N MOORE е NEW YORK, NY 10013 





Ponce s, БУА 









Inside the cartridge is what appears to be a genuine Nintendo-made development board, part 
number NES-TKEPROM-01. The three EPROMS have labels showing their checksums, sizes, 
positions, and what appears to be a burn date of May 31st. 


A further examination of the cartridge shows that both the Toshiba 74HC1399AP chip and the 
Maxell battery have a factory manufacturing date from the first week of 1991, meaning that is 
the earliest this cartridge could have been made. 


Data Evaluation: This cartridge had previously been preserved, after its original owner, Jason 
Wilson, received $1,500 in a fundraiser to have the game’s data distributed online. That file, 
however, was slightly altered to remove information. With this cleanly read file, the game now 
reveals new text - “June 1991 CES Show Version.” 


We were also able to obtain the original file created from the fundraiser, prior to its alteration, 
and it is a 100% match for the data contained on this cartridge. 


As noted above, the game debuted at the January 1991 show in Vegas. This text indicates that 
it may have also been demonstrated at the June 1991 event in Chicago, but if it was, we can not 
substantiate this either through media coverage or through any promotional materials in our 
archives. 


Gameplay differences: 


As expected, this version of the game features both boxer Mike Tyson and his promoter, Don 
King. A side-by-side examination of the game next to the eventual “Power Punch II” release 
reveals very few differences otherwise. The game seems to be polished and mostly complete, 
with very few changes made between this snapshot and Power Punch Il's release about one 
year later. We observed no differences, as well, between this game and the two photographs 
from its January 1991 showing. A gallery of side-by-side comparisons featuring the likenesses 
of Tyson and King follows. 
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Conclusion: Because this physical item appears to be the only known legitimate copy of the 
game, and because its data is a match for the clean data that is not publicly available on the 
internet, we believe this to be a genuine prototype of the game. 


Its intended usage seems to have been for the June 1991 Consumer Electronics Show, as its 
May 31st burn date and its title screen text seem to indicate. However, we have no record of the 
game being demonstrated at this particular show, nor are we aware of any literature from ASC 
from this time that features the game. It is possible that the cartridge was demonstrated 
privately, or that this cartridge was produced for other, unknown purposes. 


578198-002 - Mickey Mousecapade (fake prototype) 
Platform: NES 
Region: U.S. 


Object Analysis: Item is an NES cartridge with a weathered plain white label on the front, of a 
style not previously seen on either a Capcom or Nintendo prototype. A product code is present, 
“NES-P-XL,” which is neither the product code for Mickey Mousecapade, nor a product code in 
the format of any NES game. 


The PCB inside is a retail NES-CN-ROM board, and the populated ROMs are retail production 
mask ROMs. Stickers cover both ROMs - the stickers have a Nintendo logo on them, but are not 
an EPROM window sticker previously documented in any known prototype. The board is 
identical in every way to a retail copy of the game, other than the stickers. 


The stickers have the letters “XB” written on them by a typewriter, which is crossed out, as well 
as the number 68, which is also crossed out, and some unknown writing that may be the letter 
M. 
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On its own the item is suspicious, but not damning. However, an investigation of its origins 
reveals that it is an intentionally faked prototype. 


Historical Examination: This item was found, along with four other suspicious prototypes, ata 
market in Mexico City. We know this because the purchase was documented in a YouTube 
video: 


https://www.youtube.com/watch?v=or1P-49i-WE 


Of the five prototypes, two were submitted to WATA, we have photo documentation of the 
insides of two others, and the whereabouts of the fifth are unknown. 


To understand why this item is a fake, we have to examine two other items that were sold along 
with it: 
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This item was sold as а prototype of Mega Man Х2. Upon close examination, the typewriter 
used on the front label is a match for the typewriter used on the ROM stickers inside of Mickey 
Mousecapade. Another similarity is that the PCB inside is a retail production board, with stickers 
covering up the retail ROMs. However, it is the label on the cartridge front that is most worthy of 


scrutiny: 


- The top of the label has a date of August 1993 - Mega Man X 2 was released in 1995. In 
fact, this predates even the original Mega Man X, first released December 1993. 

- The label mentions Altron Corporation, a Japanese game developer that has no relation 
to Mega Man X 2. In fact, we can find no evidence of Altron having a working 
relationship with Mega Man creator Capcom. 

- The label refers to the game as "Alpha I,” while the game inside is a retail board, 


containing final code. 


As with Mickey Mousecapade, all of this is suspicious, but not damning, especially as both 
games could have originated from Capcom (indeed, Capcom Mexico's office, established in 
1993, was located in Mexico City), and the inconsistencies could be explained by a lack of 
historical information and a simple typo with the date. However, it is the following cartridge that 


provides the smoking gun: 
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Just as with Mickey Mania, Mega Man X 2, and an NES copy of TaleSpin, this supposed 
prototype contains a retail board with factory-produced mask ROMs covered in stickers. On its 
own this is not suspect, however: 


- The PCB appears to be an SHVC-2J3M-11 board, which Castlevania: Vampire's Kiss is 
not compatible with. It is impossible for this to be that game. 








The window cut out of the back makes no sense. When a window is cut out of a 
prototype shell, this is for at least one of the two following reasons: 

- The EPROMs are too thick to fit inside of the shell 

- Developers need access to the board so that they can replace ROMs without 

removing the shell 

In this case, neither scenario applies: the ROMs fit comfortably inside of the shell, and it 
is impossible to remove and replace ROMs with this particular cut: the window is too 
close to the rightmost edge of the ROMs to be able to access them. 
However, most damning of all, is that the front label appears to be a fake recreation. The 
blue tint is darker than all known authentic labels, there are differences with the line 
widths, and both the “Super Nintendo” and “Super Famicom” logos are wider than they 
should be. Also, unlike authentic stickers, the cut itself is imperfect - not only does it not 
fit, the corners are not perfectly rounded. 
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Top: what appears to be an authentic prototype of Vampire’s Kiss. The label color and design 
matches several other known examples. 


Bottom: The fake Vampire’s Kiss sold by the vendor in Mexico City. 


This Vampire’s Kiss is undeniably fake, and the typewriter markings on its label are a match for 
those seen in the same vendor’s Mickey Mousecapade, Talespin, and Mega Man X2 cartridges. 


Conclusion: We have no doubt that this prototype is an intentional fake. 


578198-003 - TaleSpin (Fake Prototype) 
System: NES 
Region: U.S. 


Analysis: This appears to be an intentionally faked prototype. See report for 578198-002 - 
Mickey Mousecapade for further information. 


578506-014 - The Adventures of Batman and Robin 
System: Super Nintendo 

Region: Europe 

MD5: 3028C4EA142A54BFF97CD4E4561D4935 


Object Analysis: Object is a Super Famicom cartridge shell. The front label is one commonly 
seen on several known prototypes, which seems to have originated from Nintendo as a generic 
label to use for prototype and sample cartridges for both Japanese and PAL Super Nintendo 
games. The label appears authentic when compared to photographs of other specimens on the 
internet. 


An additional label identifies the game, calls ita “sample,” has a date of September 1994, and 
has what appears to be an internal product code, RH027. 


The PCB inside of the shell is a well-documented Nintendo prototyping board, SHVC-4PV58-01. 
The recognizable chip manufacturing dates all pre-date the commercial release of this game. 
Stickers on the EPROM identify the same product code seen on the front label (027), and the 
order of the chips (1 through 4). 


Data Analysis: The data is identical to the European release of the game, with the exception of 
a one byte difference: 00007FAF is OE on this cartridge, versus 00 on the retail game. This is 
the last byte before the game's header, and is extremely unlikely to affect gameplay. A logical 
explanation is that this is either an artifact of the chip burning process, or is a watermark to 
prevent copying of the data by the recipient. 


Conclusion: Given the authenticity of the pieces used and the unique data present, we have no 
reason to doubt the authenticity of this item. 
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Prototype Analysis Report | [X-Men: Mutant 
Apocalypse] 23-July-2021 


General Information 


SUBMITTED BY: Eric Hewitt 

DATE SUBMITTED: 2/27/2021 

GAME TITLE: X-Men: Mutant Apocalypse 

PLATFORM: SNES 

REGION: U.S. 

WATA CERTIFICATION NUMBER: 575844-044 

RELEASED: Yes 

BUILD TYPE: Final 

MD5 CHECKSUM: OC8D8FD7E695499B86D39CC75E166671 


Analysis 
e OBJECT ANALYSIS: 


Object is a known Nintendo development PCB, part number SHVC-4PV58-01, submitted 
without a plastic shell (as was common for PCBs of this type). Stickers on the four 
Toshiba TC574000AD-120 EPROMs indicate the game's version number (0.0), sequential 
number, and checksums. A sticker on the back of the PCB displays the game's title, as 
well as instructions to return the PCB to Capcom USA at its Sunnyvale, California 
address. 


Date codes are visible on three of the four roms, indicating that they were manufactured 
in July of 1994, which pre-dates the game's documented release window of November, 
1994. 

е DATA ANALYSIS: 


The data is identical to the final retail game. 
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e CONCLUSION 


Given the authentic and date-appropriate parts used, we have no reason to doubt the 
authenticity of this item. 
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General Information 


e SUBMITTED BY:Edward Payson 

e DATE SUBMITTED: 2/9/21 

e GAME TITLE: Boogerman 

e PLATFORM: SNES 

е REGION: U.S.A. 

e WATA CERTIFICATION NUMBER: 578872-021 

e Wata Label Details: Final game ROM with watermark, authentic Nintendo board, 
authentic Interplay stickers 

e RELEASED: Yes 

e MD5 CHECKSUM: 9F1D7A37B48025959078575BD5DAD898 

Analysis 

e OBJECT ANALYSIS: 
Submitted item is a bare PCB, model number SHVC-8PV5B-01, which is an official 
Nintendo prototyping board. Upon examination the item appears to be authentic. 
The ROM chips for the game are dated October 9th, 1995. According to internal 
Nintendo documentation, the final game was approved on October 3rd, meaning the 
item here post-dates the game's completion. 
The labels on the chips are custom labels used by Interplay, and the company logo is 
faintly visible in red. The handwriting on the ROMs appears to be a match for a set of 
Boogerman ROMs іп the УСНЕ” archives, which we can confirm as having been sent by 
Interplay to a magazine for review. 

e DATA ANALYSIS: 
The ROM data present here is identical to the final retail game, with one exception: the 
text string "Motika" appears in a spot that is blank in the final game. This appears to be a 
watermark used to identify this specific physical item, should its data leak. The word 
Motika likely refers to Kim Motika, whose LinkedIn profile says she was the vice 
president of sales at the game's publisher, Interplay, during this time. 
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Prototype Analysis Report | Boogerman 25-March-2021 


e CONCLUSION 


Given the authentic parts used and the handwriting analysis, we have no reason to 
doubt the authenticity of this item as something produced internally at Interplay during 


the game’s production. 
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Prototype Analysis Report | Skeleton Warriors 25-March-2021 


General Information 


SUBMITTED BY: David Hoffman 

DATE SUBMITTED: 

GAME TITLE: Skeleton Warriors 

PLATFORM: PlayStation 

REGION: United States 

WATA CERTIFICATION NUMBER: 578999-003 

Wata Label Details: Final code, authentic Sony Master Disc, developer provenance 
RELEASED: Yes 

BUILD TYPE: Final 


Analysis 


e OBJECT ANALYSIS: 


Submitted object is a copy of the PlayStation game Skeleton Warriors on what appears 
to be an authentic Master Disc. These discs, manufactured by Taiyo Yuden, were 
provided by Sony to its publishing partners as a way to submit game code for testing and 
manufacturing. The CD comes in a standard jewel case with a white plastic tray, which is 
how the Master Discs were originally sent, though the paper inlays are not present. The 
ring code suggests a disc manufacturing year of 1995, which predates the game’s stated 
burn date of April 3, 1996. The disc was submitted by Dave Hoffman, who is credited as 
the game’s producer. 


e DATA ANALYSIS: 


As expected, the data contained on this disc in the final version of the game, and is an 
exact match for a retail copy. 


e CONCLUSION 


Given the provenance and the authentic parts used, we have no reason to doubt the 
authenticity of this item as an internally-made copy of the game. 
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Prototype Analysis Report | Earthworm Jim 2 25-March-2021 


General Information 


e SUBMITTED BY: (Anonymous / Name) 

e DATE SUBMITTED: (Date) 

e GAME TITLE: Earthworm Jim 2 

е PLATFORM: Sony PlayStation 

e REGION: United States 

e WATA CERTIFICATION NUMBER: (578999-005) 

e Wata Label Details: Unreleased U.S. version, 2009 CMC Magnetics CD-R, developer 
provenance 

e RELEASED: No 

e MD5 CHECKSUM (combined binary, via aaru 5.1.0.3214): 
6475A98762C33B8346A45CAC433C398E 

Analysis 

e OBJECT ANALYSIS: 
Object is a CD-R with a white sticker label affixed to the front. The game's title, publisher, 
platform, and TV signal standard (NTSC) are written on the label. According to the 
submission, this is a beta version of Earthworm Jim 2 for the United States market. This 
game was only ever released in Europe, for PAL-standard televisions. The game was 
submitted by Dave Hoffman, former producer at the game's publisher, Playmates. 
Another disc containing the same game (WATA # 578999-005) was also submitted at the 
same time, and this report is virtually identical to that submission. 
The CD-R itself appears to have a blank surface underneath the sticker, so the 
manufacturer is not immediately identifiable. However, an analysis of its 
digitally-embedded ATIP information reveals the manufacturer as CMC Magnetics Corp. 
A hub code on the disc's inner ring reads "LH6107NK11172028 D6.” Based on the best 
online information available to us, this code suggests a CMC Magnetics manufacturing 
date of November 11th, 2009. The program "CD2Date" (version 2.0B1) also seems to 
confirm this. 
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e DATA ANALYSIS: 
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The PlayStation executable file and the game's data folders are both dated May 20th, 
1996. By comparison, the European retail game has an executable dated September 
16th, 1996, though the actual data files are from May 14, 1996. This suggests that both 
the NTSC and PAL versions of the game were being developed simultaneously. 


A brief gameplay analysis reveals this to be a true NTSC version of the game. In addition 
to the screen size compensating for an NTSC television, a very brief side by side 
gameplay comparison also reveals one unique splash screen not seen in the PAL game, 
with Earthworm Jim serenading Princess-What's-Her-Name as she sits on a PlayStation 
logo. This game code appears to be unique, and is not available on the internet. 


CONCLUSION 


While the game code appears to be authentic and unique, the CD-R manufacturing date 
of 2009 seems curious for a 1996 game. It is possible that the currently-documented 
analysis of CMC's date code format is incomplete or misunderstood, so for the sake of 
due diligence, we approached this from other angles, and found two other pieces of 
evidence that this CD-R dramatically post-dates the game code: 


e Manufacturer CMC Magnetics states on its website that it did not begin 
manufacturing CD-Rs until December of 1996 (it is unknown when they became 
widely available). 

e Thesubmitted CD-R has capacity for 80 minutes of audio, rather than the 
then-standard 74. According to our research, 80-minute CD-Rs did not enter the 
marketplace until 1998 at the earliest, and were specialty items that did not 
become common until sometime later. We were unable to establish when CMC, 
specifically, began manufacturing 80-minute discs, but we do not believe it is 
possible that they did so during this game's development. 


Therefore, we have no evidence to support that this item was created during the original 
development of the game. This appears to be an authentic unreleased version of this 
1996 game, but all evidence says that the CD-R itself was burned well after the game's 
development period, likely in 2009 or later. 
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Prototype Analysis Report | Earthworm Jim 2 25-March-2021 


General Information 


SUBMITTED BY: (Anonymous / Name) 

DATE SUBMITTED: (Date) 

GAME TITLE: Earthworm Jim 2 

PLATFORM: Sony PlayStation 

REGION: United States 

WATA CERTIFICATION NUMBER: (578999-005) 

Wata Label Details: Unreleased U.S. version, 2009 CMC Magnetics CD-R, developer 
provenance 

e RELEASED: No 

e MD5 CHECKSUM (combined binary, via aaru 5.1.0.3214): 
6475A98762C33B8346A45CAC433C398E 


Analysis 
e OBJECT ANALYSIS: 


Object is a CD-R with a white sticker label affixed to the front. The game's title, publisher, 
platform, and TV signal standard (NTSC) are written on the label. According to the 
submission, this is a beta version of Earthworm Jim 2 for the United States market. This 
game was only ever released in Europe, for PAL-standard televisions. The game was 
submitted by Dave Hoffman, former producer at the game's publisher, Playmates. 
Another disc containing the same game (WATA & 578999-004) was also submitted at the 
same time. 


The CD-R itself appears to have a blank surface underneath the sticker, so the 
manufacturer is not immediately identifiable. However, an analysis of its 
digitally-embedded ATIP information reveals the manufacturer as CMC Magnetics Corp. 


A hub code on the disc's inner ring reads "LH6107NK11172030 D4.” Based on the best 
online information available to us, this code suggests a CMC Magnetics manufacturing 
date of November 11th, 2009. The program "CD2Date" (version 2.0B1) also seems to 
confirm this. 
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e DATA ANALYSIS: 
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The PlayStation executable file and the game's data folders are both dated May 20th, 
1996. By comparison, the European retail game has an executable dated September 
16th, 1996, though the actual data files are from May 14, 1996. This suggests that both 
the NTSC and PAL versions of the game were being developed simultaneously. 


A brief gameplay analysis reveals this to be a true NTSC version of the game. In addition 
to the screen size compensating for an NTSC television, a very brief side by side 
gameplay comparison also reveals one unique splash screen not seen in the PAL game, 
with Earthworm Jim serenading Princess-What's-Her-Name as she sits on a PlayStation 
logo. This game code appears to be unique, and is not available on the internet. 


CONCLUSION 


While the game code appears to be authentic and unique, the CD-R manufacturing date 
of 2009 seems curious for a 1996 game. It is possible that the currently-documented 
analysis of CMC's date code format is incomplete or misunderstood, so for the sake of 
due diligence, we approached this from other angles, and found two other pieces of 
evidence that this CD-R dramatically post-dates the game code: 


e Manufacturer CMC Magnetics states on its website that it did not begin 
manufacturing CD-Rs until December of 1996 (it is unknown when they became 
widely available). 

e Thesubmitted CD-R has capacity for 80 minutes of audio, rather than the 
then-standard 74. According to our research, 80-minute CD-Rs did not enter the 
marketplace until 1998 at the earliest, and were specialty items that did not 
become common until sometime later. We were unable to establish when CMC, 
specifically, began manufacturing 80-minute discs, but we do not believe it is 
possible that they did so during this game's development. 


Therefore, we have no evidence to support that this item was created during the original 
development of the game. This appears to be an authentic unreleased version of this 
1996 game, but all evidence says that the CD-R itself was burned well after the game's 
development period, likely in 2009 or later. 
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General Information 


e SUBMITTED BY: David Hoffman 

e DATE SUBMITTED: 2/24/21 

e GAME TITLE: The Blue Marlin 

e PLATFORM: NES 

e REGION: U.S.A. 

e WATA CERTIFICATION NUMBER: 578999-006 

e Wata Label Details Different code than retail, Nintendo prototype board 

e MD5 HASH (binary with iNES header): ESEA7FB51FF27A20C3F622DF66B9ACDC 

e MD5 CHECKSUM (PRG ROM only): 367392E7F8B812B6F32315A4E1F848E3 

Analysis 

e OBJECT ANALYSIS: 
Item is a bare PCB with no cartridge shell, populated by two NEC EPROMs. The PCB 
exhibits part number "NES-TKEPROM-01," which is a known Nintendo-made 
development part, and appears to be authentic. Typically we would examine the 
manufacturing dates of the ЕРКОМ as part of our analysis, but this was impossible to 
do without damaging the stickers covering the windows. The visible dates on the 
remaining chips all pre-date the game's 1992 retail debut. 

e DATA ANALYSIS: 
An inspection of the game's raw data reveals a number of differences in the game's 
program (the PRG ROM) when compared to the retail game, though the game's graphics 
(CHR) are identical. A brief side-by-side gameplay comparison revealed no noticeable 
differences. 
The data appears unique, as there is no known ROM version of The Blue Marlin 
documented other than the retail game. 

е CONCLUSION 
Given the authenticity of the parts and the unique data present, we have no reason to 
doubt this item as an authentic pre-release version of the game. 
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Prototype Analysis Report | Fighter's History 25-March-2021 


General Information 


SUBMITTED BY: David Hoffman 

DATE SUBMITTED: 2/24/21 

GAME TITLE: Fighter's History 

PLATFORM: SNES 

REGION: U.S. 

WATA CERTIFICATION NUMBER: 578999-007 

Wata Label Details: Authentic Nintendo development board, final ROM, developer 
provenance 

e RELEASED: Yes 

e MD5 CHECKSUM: 4181E243AE146D471DC5C292DCE772AC 


Analysis 


e OBJECT ANALYSIS: 


The item is a North American Super Nintendo cartridge, with a photocopied front label 
that appears similar - but not identical - to the label on the Japanese release of the 
game. There is no label on the back of the cartridge. 


Inside is a PCB with part number SHVC-4PV5B-01, a Nintendo prototyping board that has 
been documented previously. The EPROM windows are exposed, meaning there is no 
additional metadata written on them. 
The submission notes say that this cartridge was used to demonstrate the game to 
lawyers at its publisher, Data East. The submitter was indeed confirmed to have worked 
at Data East during this game's production. 

е DATA ANALYSIS: 
The data present is identical to the Revision 1 retail release of the game. 


e CONCLUSION 


Given the provenance and authentic parts used, we have no reason to doubt the 
authenticity of this item. 
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General Information 


SUBMITTED BY: David Hoffman 

DATE SUBMITTED: 2/24/21 

GAME TITLE: Mario Paint 

PLATFORM: SNES 

REGION: U.S.A. 

WATA CERTIFICATION NUMBER: 578999-009 

Wata Label Details: Hacked ROM, authentic Nintendo prototype board, vintage bootleg 
RELEASED: Yes 

MD5 CHECKSUM: 348C0226A4B85C404684503032174093 


Analysis 
e OBJECT ANALYSIS: 


Submitted item is a bare PCB, part number SHVC-2P3B-01, which is a known prototyping 
part made by Nintendo. The board matches reference photos and appears to be 
authentic. 


e DATA ANALYSIS: 


The game data is a known, hacked version of the game that was distributed on the 
internet, specifically the “Fairlight” hack, which was released July 15th, 1992. This is 
clear by simply launching the game, as there is an introductory screen explaining the 
hack, complete with phone numbers to dial in to Fairlight’s online bulletin boards. This 
hack adds in the ability to control the game with a regular SNES controller instead of the 
game’s included mouse. 


e CONCLUSION 


This is an authentic prototype PCB, with ROMs containing a known pirated version of the 
game. The most likely conclusion is that this was downloaded and burned in the 90s. 
While this is not an authentic prototype item, it is likely an authentic example of 
development hardware being used to play pirated games during the lifespan of the 
Super Nintendo, which was known to occasionally happen during this time. 
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General Information 


SUBMITTED BY: David Hoffman 

DATE SUBMITTED: 2/24/21 

GAME TITLE: Teenage Mutant Ninja Turtles IV: Turtles in Time 
PLATFORM: SNES 

REGION: U.S.A. 

WATA CERTIFICATION NUMBER: 578999-009 

RELEASED: No 

MD5 CHECKSUM: 8B2C228BF153B1C52D414D6DF538784F 


Analysis 
e OBJECT ANALYSIS: 


Submitted item is a bare PCB, part number SHVC-2P3B-01, which is a known prototyping 
part made by Nintendo. The board matches reference photos and appears to be 
authentic. 


The manufacturing dates of the two EPROMs present are both from 1991, pre-dating the 
retail debut of this game. 


e DATA ANALYSIS: 


The data is an identical match for a hacked, pirated version of the game, specifically the 
"Rombunco" release from July 6th, 1992. While this ROM is based on what appears to 
be an authentic pre-release version of the game (though one that is very close to final), 
the hacked header information present here gives this away as a pirated version. 


e CONCLUSION 


This is an authentic prototype PCB, with ROMs containing a known pirated version of the 
game. The most likely conclusion is that this was downloaded and burned in the 90s. 
While this is not an authentic prototype item, it is likely an authentic example of 
development hardware being used to play pirated games during the lifespan of the 
Super Nintendo, which was known to occasionally happen during this time. 
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General Information 


e SUBMITTED BY: David Hoffman 

e DATE SUBMITTED: 2/24/21 

е GAME TITLE: Out of this World 

e PLATFORM: SNES 

e REGION: U.S.A. 

e WATA CERTIFICATION NUMBER: 578999-010 

e Wata Label Details: Pre-release ROM with differences, authentic Nintendo prototype 
board, provenance indeterminable 

e RELEASED: Yes 

e MD5 CHECKSUM: 8AA1C998FASBFGCEEA82174EDOD1A99C 

Analysis 

e OBJECT ANALYSIS: 
Submitted item is a bare PCB, part number SHVC-2P3B-01, which is a known prototyping 
part made by Nintendo. The board matches reference photos and appears to be 
authentic. The EPROMs present were manufactured at the end of 1991, pre-dating the 
retail debut of the game. The submission notes say that this is a "very early pitch version 
for publishing rights." 
Data Analysis: The data is a match for a known non-retail version of this game that was 
distributed on the internet via piracy in 1992, namely 
"Out Of This World USA 5МЕ5-ІМО.” This version appears to be pre-release and has 
some observable differences, including a music track on the first level that does not play 
in the final version of the game. Unlike many pirated releases of this era, the ROM itself 
appears to be unaltered, with no noticeable hacked elements. 
The game itself contains the exact same "Out of this World" title - and title screen - as 
the retail game published in the United States. The game also has the game's publisher, 
Interplay, credited just as it is in the final game, which might suggest that the submission 
note that it is a "pitch version for publishing rights" may possibly have been 
misremembered, or written in error. 
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The data is a match for a known non-retail version of this game that was distributed on 
the internet via piracy in 1992, namely “OUTWORLD.LZH,” released July 1992. This 
version appears to be pre-release and has some observable differences, including a 
music track on the first level that does not play in the final version of the game. Unlike 
many pirated releases of this era, the ROM itself appears to be unaltered, with no 
noticeable hacked elements, meaning that it is impossible to determine if the ROMs 
here were downloaded or obtained legitimately. 


The game itself contains the exact same "Out of this World" title - and title screen - as 
the retail game published in the United States. The game also has the game's publisher, 
Interplay, credited just as it is in the final game, which might suggest that the submission 
note that it is a "pitch version for publishing rights" may possibly have been 
misremembered, or written in error. 


PROVENANCE ATTEMPT: 


We spoke briefly with Brian Fargo, founder of Interplay, who did not recall having a 
working relationship with Kemco-Seika or American Sammy, the two companies that this 
item's submitter worked for during this period, and confirmed that Interplay was always 
the publisher of note on this game in the United States. He did however offer a theory 
that Interplay may have sent samples to companies for potential publishing in Japan, 
though he didn't specifically remember this. Programmer Rebecca Heineman offered a 
similar theory. It is possible that this is the case, and that is why this board exists, but we 
are unable to substantiate this. 


CONCLUSION: 


This is an authentic Nintendo prototype board, with period-accurate EPROMs containing 
a known, authentic, pre-release version of Out of this World, which happens to have 
been publicly available on the internet since July 14, 1992 (the final game was released 
in November of 1992). Whether this item is an authentic piece used for evaluation 
purposes or is a vintage bootleg from an internet-sourced ROM (examples of which were 
submitted by the same submitter) cannot be definitively determined. 
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General Information 


e SUBMITTED BY: David Hoffman 

e DATE SUBMITTED: 2/15/21 

e GAME TITLE: Zombies Ate My Neighbors 

e PLATFORM: SNES 

e REGION: Unknown 

e WATA CERTIFICATION NUMBER: 578999-011 

e Wata Label Details: Working title ("Monsters"), authentic Nintendo prototype board, 
provenance indeterminable 

e RELEASED: Yes 

e MD5 CHECKSUM: FE4D9BC5E0C77D7DC132B7436D53C42A 

Analysis 

e OBJECT ANALYSIS: 
Submitted item is a bare PCB, part number SHVC-2P3B-01, which is a known prototyping 
part made by Nintendo. The board matches reference photos and appears to be 
authentic. The EPROMs on the board were manufactured the 34th week of 1993, 
meaning the earliest possible date they could have existed in the Toshiba factory was 
August 15th, 1993. 

e DATA ANALYSIS: 
The game present here is still under its working title of "Monsters." Unlike the final 
game, only developer LucasArts is credited here: the final game starts with a screen 
crediting the game's publisher, Konami. A speculative analysis might conclude that this 
game data was created before the game had a publisher, possibly as a pitch to potential 
clients. 
A similar "Monsters" demo was leaked to the internet by piracy group Fairlight on April 
6th, 1993. A brief side-by-side comparison revealed that the leaked version of the demo 
demonstrated some minor level layout and item placement differences in the first two 
levels, when compared to the final game. The submitted demo, by contrast, seems to 

Page | 2 ыйы = 


| ке“ 


VIDEO GAME 


HISTORY NATE 
FOUNDATION 


Prototype Analysis Report | Zombies Ate My 
Neighbors 25-March-2021 


Page | 3 


match the final game's levels, meaning that this appears to be a snapshot between the 
leaked demo and the final game. 


One wholly unique aspect of the submitted demo is how it handles the "BCDF" 
password, which in all versions of the game leads to a bonus level. In this version, the 
password takes the player directly to the "Cheerleaders vs. The Monsters" bonus level. 

In the final game, the same password takes the player to the "Day of the Tentacle" bonus 
level. 


Other than a lack of publisher and legal screens, its placeholder title screen, and the 
change in bonus level functionality, no differences between this and the final game were 
observed through playing through the first two levels of the game. 


VERACITY ANALYSIS 


The submitted item is curious. While the data is unique, in that it is not documented or 
available on the internet, there are factors which suggest that the item is not a 
legitimate prototype: 


1. The EPROMs were manufactured after August 15th, 1993, which seems late for 
evaluating an unfinished version of the game. Official Nintendo records show 
that the completed game - with the full "Zombies Ate My Neighbors" title and 
Konami credits - was approved for manufacturing on June 30th, 1993, and 
shipped to retailers in September. 

2. Our files can also verify that the game was officially announced by Konami with 
its full title on June 3rd, during the Summer Consumer Electronics Show. It also 
appears that the media was given copies of the game with the final title around 
this time, as reviews appear in issues cover dated August, and a 2-to-3 month 
lead time between receiving the game and publishing a review was standard at 
the time. 

3. While we claim no expertise in this field, the handwriting on the EPROM stickers 
for this item appears to be a match for the handwriting seen on a version of 
Mario Paint submitted by the same client, which we can verify as being a hacked 
game distributed via piracy on the internet. 
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The submitted item (right) appears to have the same handwriting and stickers as two other items submitted by 
the same person, both of which were conclusively proven to be pirated games from the internet, and not 
authentic internal review samples. 


e CONCLUSION 


While it is not impossible that this is a genuine development or publishing-related item, 
it is difficult to create a narrative where the manufacturing dates on the EPROMs makes 
sense for evaluating a non-final version of this game. Coupled with the likelihood that 
the handwriting on the labels matches that seen on the pirated Mario Paint, a more 
likely explanation is that the item is an unofficial copy of the game which is not currently 
documented on the internet. If that is the case, this item may contain the only copy left 
of this unique build of the game, which was perhaps otherwise lost. 


Page | 4 ме = 





VIDEO GAME 
HISTORY 
FOUNDATION 














=" PROTOTYPE 
EVALUATION 
REPORT 


Nintendo NTF2 Test Cartridge 
(NES) 


March 25th, 2021 


© 2021 Wata Games, Inc. 
© 2021 Video Game History Foundation, Inc. 
All Rights Reserved 


| EM кел 
VIDEO GAME 


HISTORY 
FOUNDATION 





Prototype Analysis Report | Nintendo NTF2 Test 
Cartridge 25-March-2021 


General Information 


SUBMITTED BY: Cameron Sohrabi 

DATE SUBMITTED: 2/24/21 

GAME TITLE: Nintendo NTF2 Test Cartridge 
PLATFORM: NES 

REGION: U.S.A. 

WATA CERTIFICATION NUMBER: 579176-023 


Analysis 
e OBJECT ANALYSIS: 


The NTF2 Test Cartridge was distributed by Nintendo to its official service centers as a 
tool to test NES systems for any hardware failures. 


Item submitted appears identical to known examples of this same cartridge. Inside is a 
known official Nintendo board, part number NES-NROM-256-02, populated by two 
EPROMSs indicating that this is version 1.1 of the software. The manufacturing date on 
both EPROMs is the week of June 25th, 1989, placing it well within the range of this 
item's availability. 


e DATA ANALYSIS: 


As expected, the data inside is a match for the 1.1 version of the NTF2 test software for 
NES systems. 


e CONCLUSION 


We have no reason to doubt the authenticity of this item. 
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General Information 


e SUBMITTED BY: Tino Kehr 

e DATE SUBMITTED: 4/13/2021 

e GAME TITLE: Zelda Il: The Adventure of Link 

e PLATFORM: NES 

e REGION: PAL 

е WATA CERTIFICATION NUMBER: 580544-032 

e RELEASED: Yes 

e BUILD TYPE: Final 

e MD5 CHECKSUM: F156E7183D64D96C20E3E327EBB7E963 

Analysis 

e OBJECT ANALYSIS: 
Object is an NES cartridge with a plain white label with typography reminiscent of other 
known first-party, pre-production Nintendo titles. Games with labels like these are 
presumed to have come from the labs at NCL in Kyoto. The label identifies the title of 
the game, and has the text "SAMPLE GAME PAK BY NINTENDO" The top of the label has 
a product code, NES-P-AL. The "AL" section is a match for Zelda Il's product code. The 
singular "P" is not a match for how Nintendo catalogued its retail products, however, 
this may be an internal designation, possibly just indicating that this is a PAL version of 
the game. The label is laminated, which is unusual, and possibly unique. 
The board inside is a Nintendo development PCB, part number NES-SKEPROM-01, 
populated by two EPROMS and a battery. The EPROMs are soldered in directly to the 
board. Stickers on the EPROMs indicate the game title (as “ZL II”) in penmanship that 
suggests a Japanese hand. The EPROMs were manufactured in March of 1988. While we 
don't have any information on when the game was first sold in PAL territories, the 
Wikipedia entry states September 26, 1988, though provides no citation for this date. 

e DATA ANALYSIS: 
The data is a 100% identical match for the first release of Zelda II in PAL territories. 
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e CONCLUSION 


Given the authentic and period-appropriate parts used, and the similarities to other 
presumed-authentic, first-party Nintendo pre-production games, we have no reason to 
doubt the authenticity of this item. 
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General Information 


SUBMITTED BY: David D Robbins 

DATE SUBMITTED: 4/14/2021 

GAME TITLE: Star Wars: The Empire Strikes Back 

PLATFORM: NES 

REGION: U.S.A. 

WATA CERTIFICATION NUMBER: 580610-001 

RELEASED: Yes 

BUILD TYPE: Final 

MD5 CHECKSUM: EAD5E58425CEFC19E6ABB54F373271AB 


Analysis 
e OBJECT ANALYSIS: 


Object is an NES cartridge, with windows cut out of the top shell in order to expose the 
socketed IC chips inside. There are no labels on either the top or bottom shells. Inside 
the cart is a Nintendo development PCB, part number NES-TKEPROM-02, which is 
populated by four EPROM chips. The chips have stickers on them with the printed logo 
of the game, as well as what appears to be a hand-written date, "1-7." No attempt was 
made to determine the manufacturing dates of the EPROMs, as this would require 
removal of the stickers. 


e DATA ANALYSIS: 
The data is a 10096 identical match for the U.S. retail version of the game. 
e CONCLUSION 


Given the authentic parts used, we have no reason to doubt the authenticity of this 
item. 
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General Information 


SUBMITTED BY: Gernot Hirth 

DATE SUBMITTED: 4/16/2021 

GAME TITLE: Mario is Missing! 

PLATFORM: SNES 

REGION: Unknown 

WATA CERTIFICATION NUMBER: 580671-010 

RELEASED: Yes 

BUILD TYPE: Unknown 

MD5 CHECKSUM: 4752F2417B200DE213773DAC3BD7393B 


Analysis 


e OBJECT ANALYSIS: 


Object is a Super Famicom cartridge shell, with a white label affixed to the front reading 
"Mario is Missing - Bienen Graeber - 2". Brief internet research revealed no clues to the 
identity of Bienen Graeber. No label is present on the back side. Inside of the cartridge is 
a standard Nintendo development PCB, part number SHVC-2P3B-01. Two EPROMs are 
present, with exposed windows. Both were manufactured in November of 1992, placing 
them before the game's retail release in 1993. 


e DATA ANALYSIS: 


An analysis of the game's binary data displayed several differences when compared to all 
known retail releases of the game, though most of the data looks to be the same as the 
final game. Additionally, the ROM's header information declares this to be a PAL version 
of the game. A brief side-by-side comparison with the final European release of the 
game exhibited no noticeable differences. 


e CONCLUSION 


Given the authenticity and period-appropriate parts used, as well as the unique data 
contained inside, we have no reason to doubt this item's authenticity. 
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General Information 


SUBMITTED BY: Gernot Hirth 

DATE SUBMITTED: 4/16/2021 

GAME TITLE: Super Mario World 

PLATFORM: SNES 

REGION: PAL 

WATA CERTIFICATION NUMBER: 580671-011 

RELEASED:Yes 

BUILD TYPE: Final 

MD5 CHECKSUM: 4F17A1A17A098D0A5312703B55AD134B 


Analysis 


e OBJECT ANALYSIS: 


Object is a Super Famicom cartridge with a simple front label similar in style to several 
known first-party, non-retail cartridges by Nintendo, presumably coming from NCL in 
Japan. The label indicates the game's title (Super Mario World) and version ("PAL version 
ROM"). There is no back label. 


Inside of the shell is a Nintendo development PCB, part number SHVC-2P3B-01. A sticker 
on the lone EPROM reads "SNSP" on top, followed by "P" underneath. SNSP is the 
model number of the PAL Super Nintendo console. The EPROM's manufacturing date is 
from October of 1991, easily pre-dating the introduction of the PAL version of the 
game's April, 1992 debut. 


e DATA ANALYSIS: 


The data present is the final PAL version of the game (specifically the original release, as 
there was a later revision. 


e CONCLUSION 


Given the authentic and period-appropriate parts used, as well as the visual appearance 
of the label, we have no reason to doubt this item's authenticity. 
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General Information 


e SUBMITTED BY: David Hoffman 

e DATE SUBMITTED: 5/10/2021 

e GAME TITLE: Final Fantasy XIII-2 

e PLATFORM: Xbox 360 

e REGION: U.S. 

e WATA CERTIFICATION NUMBER: 581340-001 

e RELEASED: Yes 

e BUILD TYPE: Unknown 

е MD5 CHECKSUM (ISO): e7780010295d1e990a9e610450740bd6 

е М05 CHECKSUM (default.xex file): 7690EFF625B173E2A0B79F97F06D15BE 

Analysis 

e OBJECT ANALYSIS: 
Submitted disc is a Ridata branded 16x speed single layer DVD-R. Writing on the disc 
indicates the game's title ("FF 13-2”) and its target system (“360”). 
While we are unable to locate other examples of pre-release Final Fantasy XIII-2 discs, 
we were able to locate two examples of pre-release Xbox 360 discs sent to the media by 
publisher Square-Enix, via the Hidden Palace website. Both have white top layer, which is 
not present on this disc. However, according to the submitter, this disc was used 
internally at publisher Square-Enix, so this may not apply. 
Based on ring code analysis, we believe that the disc itself was manufactured on 
November 21st, 2007, which easily pre-dates the data contained on the disc. 
We were able to independently verify that the submitter was an employee of 
Square-Enix during this time. 

e DATA ANALYSIS: 
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The game's default.xex file shows a build date of June 13, 2011, as compared to the final 
U.S. game's date of November 13, 2011. Additionally, the data fits on a single-layer 
4.6GB DVD, as compared to the final game, which is on a dual-layer disc, meaning that it 
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is likely that not all game content is present here. Perhaps this is a limited demo. The 
build date itself is mere days after the 2011 E3 show, where a playable demo of the 
game was displayed. 


It does not appear that this particular data is available through digital archival collections 
online. It is possible that the data here is a match for the downloadable demo 
distributed through Xbox Live, but we were unable to locate an archived copy of this for 
testing. It should be assumed then that the data present here is unique. 


A quick launch of the game in the Xenia emulator revealed English-language menus. Due 
to time constraints we were unable to test the game beyond this, including any in-game 
content, as Xenia does not appear to fully support this game. A debug or development 
kit would be required to test further. A screenshot is provided below for reference. 





Ф xenia (detached/9418f3f2/Jul 14 2020) | [535107E4] FINAL FANTASY XIII-2 «Direct3D 12> 
File CPU GPU Window Help 





© SQUARE ENIX CO., LTD. All Rights Reserved. CHARACTER DESIGN: TETSUYA NOMURA 
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e CONCLUSION 


Given the submission provenance and the unique data, we have no reason to doubt the 
authenticity of this item. 
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General Information 


SUBMITTED BY: David Hoffman 

DATE SUBMITTED: 5/10/2021 

GAME TITLE: Side Pocket 

PLATFORM: Sega CD 

REGION: U.S.A. 

WATA CERTIFICATION NUMBER: 581340-002 

RELEASED: No 

BUILD TYPE: 

MD5 CHECKSUM (RAW data track): D88C861838FACD16BD1FB2FD10EC98A9 


Analysis 


e OBJECT ANALYSIS: 


Submitted disc is a Philips branded CD-R, mismatched in a Kodak Writable CD case. 
Metadata written on the disc indicates the game's title, a date (7-12-94), and what 
appears to be a build number. 


The manufacturing date of the disc could not be determined, however, the design is of a 
vintage we have seen on discs from this period. 


е DATA ANALYSIS: 
This is a fully unreleased game. A quick gameplay session exhibited a unique Red Book 
audio soundtrack and a video introduction not present in any other version of the game. 


Our research indicates that no other copy of this game has surfaced to date, meaning 
the data may be unique. 


e CONCLUSION 


Given the unique data present and the provenance, we have no reason to doubt the 
authenticity of this item. 
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Eminem (1 of 4)] 25-March-2021 


General Information 


e SUBMITTED BY: David Hoffman 

e DATE SUBMITTED: 5/10/2021 

e GAME TITLE: Mix TV Presents: Eminem (1 of 4) 

e PLATFORM: PlayStation 

e REGION:U.S. 

е WATA CERTIFICATION NUMBER: 581340-006 

e RELEASED: No 

e BUILD TYPE: Release Candidate 2/Final 

е MD5 CHECKSUM (VMIX.EXE): FA212A2865B7E9FCBE4BAOE2154B2FB6 

е MD5 CHECKSUM (RAW disc binary): 38DE64183BOBF88CO9A4EBF54B917BEB 

Analysis 

e OBJECT ANALYSIS: 
Object is a CD-R of an unknown brand, with a white label affixed to the top. Handwriting 
indicates the title of the game, the distinction of it being the ESRB "Teen" rated version 
(as opposed to Mature), it's build number and platform, the text "Sony Approved Final," 
and the signature of the item's submitter, Dave Hoffman. Other than the signature, the 
text more or less is a match for another submission by Hoffman, WATA # 578999-004, 
though the disc itself is from a different manufacturer. 
Analysis of the disc reveals the manufacturer as CMC Magnetics. The ring code indicates 
a manufacturing date of November 11th, 2009, which post-dates the game's production 
by over six years. 

e DATA ANALYSIS: 
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The data on the disc is dated May 20, 2003. It is an identical match for another disc 
submitted, WATA certification number 581340-008. 


This is a wholly unreleased game, whose data does not appear to have been previously 
archived, meaning that what is present here is unique. A quick gameplay demonstration 
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Eminem (1 of 4)] 25-March-2021 


revealed that the game launches and plays. We also confirmed that the in-game credits 
display the name of the item's submitter, Dave Hoffman, confirming the provenance. 


CONCLUSION 


It is impossible for this disc to have existed during the game's production, so it appears 
to have been burned well after the fact. Notably, the disc has the same manufacturing 
date as another game submitted previously, Earthworm Jim 2 (578999-004 and 
578999-005), meaning they were likely taken from the same spindle of blank CD-Rs. 


That said, the data is authentic, and the submitter is credited on the game. The most 
reasonable conclusion is that the submitter has created new discs as signed collectibles, 
both for Mix TV Presents: Eminem and, previously, Earthworm Jim 2. 


We can not authenticate this as what would traditionally be called a "prototype" in the 
video game collecting world, but whether it has merits as a collectible is at the buyer's 
discretion. 
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General Information 


e SUBMITTED BY: David Hoffman 

e DATE SUBMITTED: 5/10/2021 

e GAME TITLE: Mix TV Presents: Eminem (2 of 4) 

e PLATFORM: PlayStation 

e REGION:U.S. 

e WATA CERTIFICATION NUMBER: 581340-007 

e RELEASED: No 

e BUILD TYPE: Release Candidate O 

e MD5 CHECKSUM (VMIX.EXE): FA212A2865B7E9FCBE4BA0E2154B2FB6 

e MD5 CHECKSUM (RAW disc binary): F9FF4E078A4901FC1DE13627800E563C 

Analysis 

e OBJECT ANALYSIS: 
The submitted object is a Fujifilm branded CD-R in a generic slim case. Written on the 
disc is the game’s title (“Eminem”), indication that this is the ESRB Mature-rated version 
of the game (as opposed to Teen), the platform, a date of 6/3/03, and the text “Sub” and 
“RCOO,” which likely indicates that this was “Release Candidate 0” submitted to Sony for 
publishing approval. 
An analysis of the disc reveals the manufacturer as Taiyo Yuden. The ring code suggests a 
manufacturing year of 2002, which puts this disc well within the range of existing during 
this game’s development. 

e DATA ANALYSIS: 
The data on the disc is dated June 3, 2003, matching the writing seen on the front. 
This is a wholly unreleased game, whose data does not appear to have been previously 
archived, meaning that what is present here is unique. A quick gameplay demonstration 
revealed that the game launches and plays. We also confirmed that the in-game credits 
display the name of the item's submitter, Dave Hoffman, confirming the provenance. 
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e CONCLUSION 


The submitter of this game was one of its producers. Given this provenance, the unique 
data present, and the period-authentic disc used, we have no reason to doubt the 
authenticity of this item. 
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General Information 


SUBMITTED BY: David Hoffman 

DATE SUBMITTED: 5/10/2021 

GAME TITLE: Mix TV Presents: Eminem (3 of 4) 

PLATFORM: PlayStation 

REGION: U.S. 

WATA CERTIFICATION NUMBER: 581340-008 

RELEASED: No 

BUILD TYPE: Release Candidate 2/Final 

MD5 CHECKSUM (VMIX.EXE): 10D5724F748C5608556EE6A3CCABEO2E 

MD5 CHECKSUM (RAW disc binary): F1C2BD14FEC6831DDD717867021DB1DA 


Analysis 


e OBJECT ANALYSIS: 


Object is a Fujifilm CD-R in a generic slim case. Writing on the top layer of the disc 
indicates the game's title (as "Eminem"), the build number (v1.2), the text "RC2" 
(meaning Release Candidate 2 for publishing approval from Sony), the platform ("PS1") 
and the text “SONY APPROVED FINAL.” 


An analysis of the disc reveals the manufacturer as Taiyo Yuden. The ring code suggests a 
manufacturing year of 2002, which puts this disc well within the range of existing during 
this game’s development. 


e DATA ANALYSIS: 
The data on the disc is dated May 20, 2003. 
This is a wholly unreleased game, whose data does not appear to have been previously 
archived, meaning that what is present here is unique. A quick gameplay demonstration 


revealed that the game launches and plays. We also confirmed that the in-game credits 
display the name of the item's submitter, Dave Hoffman, confirming the provenance. 
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Eminem 25-June-2021 


e CONCLUSION 


The submitter of this game was one of its producers. Given this provenance, the unique 
data present, and the period-authentic disc used, we have no reason to doubt the 


authenticity of this item. 
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General Information 


SUBMITTED BY: David Hoffman 

DATE SUBMITTED: 5/10/2021 

GAME TITLE: Mix TV Presents: Eminem (4 of 4) 

PLATFORM: PlayStation 

REGION: U.S. 

WATA CERTIFICATION NUMBER: 581340-009 

RELEASED: No 

BUILD TYPE: Release Candidate 2/Final 

MD5 CHECKSUM: FA212A2865B7E9FCBE4BA0E2154B2FB6 

MD5 CHECKSUM (RAW disc binary): F9FF4E078A4901FC1DE13627800E563C 


Analysis 
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OBJECT ANALYSIS: 


Object is a CD-R of an unknown brand, with a white label affixed to the top. Handwriting 
indicates the title of the game, the distinction of it being the ESRB “Mature” rated 
version (as opposed to Teen), its build number and platform, a date (6-3-03), and the 
signature of the item’s submitter, Dave Hoffman. Other than the signature, the text 
more or less is a match for another submission by Hoffman, WATA # 578999-007, though 
the disc itself is from a different manufacturer. 


Analysis of the disc reveals the manufacturer as CMC Magnetics. The ring code indicates 
a manufacturing date of November 11th, 2009, which post-dates the game’s production 
by over six years. 


DATA ANALYSIS: 

The data on the disc is dated June 3, 2003, matching the writing seen on the front. 

This is a wholly unreleased game, whose data does not appear to have been previously 
archived, meaning that what is present here is unique. A quick gameplay demonstration 


revealed that the game launches and plays. We also confirmed that the in-game credits 
display the name of the item’s submitter, Dave Hoffman, confirming the provenance. 
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e CONCLUSION 


It is impossible for this disc to have existed during the game’s production, so it appears 
to have been burned well after the fact. Notably, the disc has the same manufacturing 
date as three other discs submitted by this same person, Earthworm Jim 2 (578999-004 
and 578999-005) and a different build of Mix TV Presents: Eminem (581340-006), 
meaning they were likely taken from the same spindle of blank CD-Rs. 


That said, the data is authentic, and the submitter is credited on the game. The most 
reasonable conclusion is that the submitter has created new discs as signed collectibles, 
both for Mix TV Presents: Eminem and, previously, Earthworm Jim 2. Specifically in this 
case, this appears to be a copy of another submitted disc, 581340-008. 


We can not authenticate this as what would traditionally be called a “prototype” in the 
video game collecting world, but whether it has merits as a collectible is at the buyer’s 
discretion. 
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General Information 


e SUBMITTED BY: David Hoffman 

e DATE SUBMITTED: 5/10/2021 

e GAME TITLE: Rodland 

e PLATFORM: NES 

e REGION: NTSC 

e WATA CERTIFICATION NUMBER: 581340-010 

e RELEASED: No 

e BUILD TYPE: 

e MD5 CHECKSUM: 730805EE5B7C9A0B18521491197A6DF2 

Analysis 

e OBJECT ANALYSIS: 
Object is an NES cartridge with a "window" cut out from the front shell in order to 
provide room for the EPROM housed inside. There is a label on the front identifying the 
game ("Rodland"), the system ("NES"), and the game version ("NTSC"). There is no back 
label. Inside is a Nintendo development PCB, part number NES-UNEPROM, which is 
populated by a single EPROM. The EPROM was manufactured toward the end of 1990, 
placing it well before the game's commercial debut. The EPROM window is partially 
covered by painter's tape. The remains of what appears to be a spider egg sac or moth 
cocoon were contained inside the shell, which was removed with a mild solvent. 

e DATA ANALYSIS: 
The data present is a unique NTSC version of the game presented in the English 
language. While an NTSC version of the game was sold in Japan, its text was primarily in 
Japanese. Similarly, while an English version of the game was sold in parts of Europe, it 
ran with PAL timing. 
This does not appear to be a cancelled U.S. product, as the publisher of note in-game is 
Storm, just as it was in Europe. Storm, as far as we know, was never licensed to sell 
games in the United States. Functionally, a quick gameplay session presented a game 
that appeared identical to the final European release - albeit with NTSC timing. 
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e CONCLUSION 


Given the authentic and period-appropriate parts used, as well as the unique data, we 
have no reason to doubt the authenticity of this item. Because this does not appear to 
be a game that was ready to publish in the United States, and because the submitter of 
this item was was a publisher-producer who often worked with contract developers, a 
reasonable assumption was that the item was made by developer Storm as a 
demonstration, possibly for publishing consideration in the United States. 
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General Information 


SUBMITTED BY: David Hoffman 

DATE SUBMITTED: 5/10/2021 

GAME TITLE: The Journey Home: Quest for the Throne 
PLATFORM: SNES 

REGION: NTSC 

WATA CERTIFICATION NUMBER: 581340-011 

RELEASED: No 

BUILD TYPE: 

MD5 CHECKSUM: 6CFB3EADE087183038D120FB96410098 


Analysis 
e OBJECT ANALYSIS: 


Object is a Nintendo development PCB, part number SHVC-2P3B-01, populated by two 
EPROMS and a battery. The EPROMs were manufactured in early and late 1992, easily 
pre-dating the game’s scheduled release of October 1993. Clear tape has been applied 
over the original labels, and this appears to be a recent addition in order to secure them, 
likely because the adhesion has failed. 


e DATA ANALYSIS: 


This is an unreleased English localization of a Japanese Super Famicom game called 
Neugier: Umi to Kaze no KodO. No copy of this game is known to exist in the archival 
world, so the data here is unique. A brief gameplay session demonstrated what appears 
to be a polished product, with a new title screen, publisher intro, and English in-game 
text. 


e CONCLUSION 


Given the authentic and period-appropriate parts, as well as the unique data, we have 
no reason to doubt the authenticity of this item. 
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General Information 


SUBMITTED BY: David Hoffman 

DATE SUBMITTED: 5/10/2021 

GAME TITLE: Might & Magic Il 

PLATFORM: SNES 

REGION: NTSC 

WATA CERTIFICATION NUMBER: 581340-012 

RELEASED: No 

BUILD TYPE: 

MD5 CHECKSUM: F544COD46D6BD6F5B2F1 7AABD5COA8B9 


Analysis 
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OBJECT ANALYSIS: 


Object is a Nintendo development PCB, part number SHVC-2P3B-01, populated by two 
Toshiba TC574000AD-120 ЕРКОМ5 and a battery. Written on the EPROM labels are the 
game's name (as M&M 2) and their sequential ROM numbers (00 and 01). Clear tape has 
been applied over the original labels, and this appears to be a recent addition in order to 
secure them, likely because the adhesion has failed. The EPROMs were manufactured in 
September of 1993, which post-dates the game's planned U.S. release date by a year. 


DATA ANALYSIS: 


The game contained on the ROMs is the unreleased NTSC version of Iguana 
Entertainment’s conversion of Might & Magic Il. Two versions of this are currently 
available online, and while the data here matches neither of them, a brief gameplay 
session revealed no immediately noticeable differences. 


CONCLUSION 


The parts used appear to be authentic, and the data appears to be unique. However, the 
EPROMs were manufactured a year after the game was slated for release, which gives us 
pause. That said, the submitter of the item was confirmed to be an employee of the 
game's publisher, American Sammy, and the game's life beyond missing its announced 
release date is unknown. Therefore, in the absence of additional provenance, the 
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question of whether this item was created during or after the conclusion of the game's 
development is inconclusive. In our opinion, there are two likely scenarios here: either 
there was reason to revisit the game over a year after its cancellation (perhaps it was 

being reconsidered), or this item was created posthumously, though possibly internally 


at the company. 
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General Information 


SUBMITTED BY: David Hoffman 

DATE SUBMITTED: 5/10/2021 

GAME TITLE: Prime 

PLATFORM: SNES 

REGION: NTSC 

WATA CERTIFICATION NUMBER: 581340-013 

RELEASED: No 

BUILD TYPE: 

MD5 CHECKSUM: 41EDOF3BCDCBAD087C976A48352B5AEB 


Analysis 


e OBJECT ANALYSIS: 


Object is a bare PCB, part number SHVC-4P5B-01, which is a known Nintendo-made 
development part. The board is populated by four EPROMS, all with an early 1994 
manufacturing date. ROMs O, 1 and 3 have clear tape securing identifying stickers onto 
them, which appear to be a recent addition, likely because the adhesive on the original 
stickers has lost its effectiveness. ROM 2’s sticker appears to be missing, and has been 
replaced by painter’s tape. 


e DATA ANALYSIS: 


Prime is an unreleased game, though a version of it has been available on the internet 
since the 90s. The data present on this cartridge is different than what is available. In 
most respects it appears to be an earlier build, as it has a non-functioning title screen 
and placeholder sound effects. Interestingly however the game plays a song, which is 
not present in the known build. 


e CONCLUSION 


Given the authentic and period-appropriate parts used, as well as the unique data 
present on the chips, we have no reason to doubt the authenticity of this item. 
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General Information 


e SUBMITTED BY: David Hoffman 

e DATE SUBMITTED: 5/10/2021 

e GAME TITLE: Puggsy 

e PLATFORM: SNES 

e REGION: Unknown 

е WATA CERTIFICATION NUMBER: 581340-014 

e RELEASED: No 

e BUILD TYPE: 

e MD5CHECKSUM: A0D223A5554E14D523899C6958E43A39 

Analysis 

e OBJECT ANALYSIS: 
Object is a Nintendo development PCB, part number SHVC-2P3B-01, populated by two 
Toshiba TC5740000AD-12 EPROMS and a battery. The EPROMs were manufactured in 
August of 1993. Labels on the EPROMs indicate the game name (as "PUG") and the 
sequential ROM numbers (0 and 1). Clear tape has been applied over the original labels, 
and this appears to be a recent addition in order to secure them, likely because the 
adhesion has failed. 
Time constraints prevent us from researching the development history of this 
unreleased title, so it is unknown if the manufacturing dates of the EPROMs match up 
correctly with the game's creation. We were unable to locate the actual release date of 
the Sega Genesis version of Puggsy, but the VGHF's archives do contain an undated sales 
sheet for the game, which says it is scheduled for release in November. 

е DATA ANALYSIS: 
The Super Nintendo version of Puggsy is unreleased, and we were unable to substantiate 
any other copies of it having survived, either in physical or digital form. A quick gameplay 
demonstration showed a functional game, though its simple title screen suggests this 
port was still in development and was not a final product. 
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e CONCLUSION 


Given the authentic and likely period-appropriate parts used, as well as the wholly 
unique data, we have no reason to doubt the authenticity of this item. 
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General Information 


SUBMITTED BY: David Hoffman 

DATE SUBMITTED: 5/10/2021 

GAME TITLE: Grand Theft Auto 

PLATFORM: MS-DOS 

REGION: N/A 

WATA CERTIFICATION NUMBER: 581340-015 

RELEASED: Yes 

BUILD TYPE: Demo 

MD5 CHECKSUM (DEMOS.EXE): 876E4E1102A8D5F18A9CB327CED5236D 
MD5 CHECKSUM (DEMO24.EXE): C8DO1AE8BB1787C238849828DF26FB18 
MD5 CHECKSUM (DEMOFX.EXE): FA61E544AB19C2199EF93112965C5516 


Analysis 
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OBJECT ANALYSIS: 


Object is a custom BMG Interactive-branded CD-R. BMG Interactive was the publisher of 
the original Grand Theft Auto in Europe. 


Writing on the disc indicates the game's name and platform, a date (September 25th, 
1997), and a build type (demo). 


DATA ANALYSIS: 


The data present here is a launcher for playing a limited demo of the original Grand 
Theft Auto on MS-DOS systems (or more specifically, three separate demos depending 
on the user's system's configuration). The data used to play the demos pre-dates the 
retail release's file dates by approximately five weeks, meaning that it should be fairly 
close to final. 


The three demos present here appear to be nearly identical to three demos distributed 
online during this time, with the executable files differing by mere hours. However, two 
things make this disc unique when compared to what was distributed online: the 
launcher that allows the user to choose which demo to play (they were distributed 
separately online), and the presence of two audio tracks on the CD. 
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e CONCLUSION 


Given the unique disc, and the unique data present, we have no reason to doubt the 
authenticity of this item. 


The submitter’s notes indicated the following: 


“This is a pitch prototype that BMG presented to myself while | was working at 
Playmates for publishing rights. Playmates passed on what is now one of the most 
successful franchises. This is the actual CD that started the franchise.” 


This scenario does seem possible, as BMG was not the publisher of the game in the 
United States. The publisher of note was actually ASC Games, which did not publish the 
game until March, 1998, a full five months after its initial European publication. 
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General Information 


e SUBMITTED BY: N/A 

e DATE SUBMITTED: 05/24/2021 

e GAME TITLE: Contra Ill: The Alien Wars 

e PLATFORM: Super NES 

e REGION: U.S. 

e WATA CERTIFICATION NUMBER: 581695-001 

e RELEASED: Yes 

e BUILD TYPE: Final 

e MD5 CHECKSUM: EDE82658DAFDD6FEBBFBE6A9C9082500 

Analysis 

e OBJECT ANALYSIS: 
Object is a North American-style Super Nintendo cartridge. A label on the front appears 
similar to a known label style provided by Nintendo for sample cartridges. The game and 
publisher are identified on the label, as well as the game's product number, SNS-CS-USA. 
The label is suspicious, as the color and the design - as well as some of the line widths on 
individual elements - do not match reference photos of this label. Additionally, there is a 
severe amount of ink bleed present on the design above the "Super Nintendo" logo that 
is not present in reference photos, likely an artifact of modern digital printing. 
Under this label is a smaller label reading "FOR DISPLAY ONLY. UNIT WILL NOT WORK IF 
SERATED [sic] FROM DISPLAY". This is also suspicious - first because of the typo, and 
second, because it does not make logical sense. It appears that this text was actually 
copied from either a Super Nintendo or a Game Boy system used in store displays, as we 
have no prior examples of this text appearing on a cartridge. 
Inside of the shell is a retail PCB for Contra Ill. The game's factory production ROM is 
covered by a sticker that says "FINAL PROOF - Nintendo.” This is not a sticker that has 
been seen in any authenticated prototypes. What appears to be fake weathering has 
been applied to the sticker's edges. 
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Additionally, internet research led us to another suspicious copy of Contra III sold as a 
“prototype.” Like this one, it uses the same suspicious label design, and uses the text 
"FINAL PROOF" Link: 





We can substantiate that this cartridge is a fake, as the typeface used on it is a match for 
items we have previously disproven. See the report for WATA submission 578198-002 for 
more details. 

e DATA ANALYSIS: 
As expected, this is the final, retail version of Contra III. 


e CONCLUSION 


We strongly believe that this item is an intentional fake, likely with the same origin as 
submission 578198-002, which appears to have come from a sale in Mexico City. 
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Prototype Analysis Report | Super Castlevania IV 25-March-2021 


General Information 


SUBMITTED BY: N/A 

DATE SUBMITTED: 05/24/2021 

GAME TITLE: Super Castlevania IV 

PLATFORM: Super NES 

REGION: 0.5. 

WATA CERTIFICATION NUMBER: 581695-002 

RELEASED: Yes 

BUILD TYPE: Final 

MD5 CHECKSUM: 094F035993E9724647B61DDCBA1E9A7A 


Analysis 


e OBJECT ANALYSIS: 


Object is a U.S. Super Nintendo cartridge shell. The front label, as well as the retail PCB, 
appear to be intentionally faked - see report 581695-001 for details. Different on this 
cartridge is a back label reading "NOT FOR RESALE DEMO GAME ONLY PROPETY [sic] OF 
NINTENDO," continuing the trend of this apparent bootlegger's inability to avoid spelling 
mistakes. 


е DATA ANALYSIS: 
As expected, this is the final retail game, on a retail PCB. 


e CONCLUSION 


As with 581695-001, we believe this to be an intentional fake originating from 
somewhere around Mexico City. 








VIDEO GAME 
HISTORY 
FOUNDATION 


=" PROTOTYPE 
EVALUATION 
REPORT 





The Battlefields of Napoleon 
(NES) 

(Unreleased Game, Unique 
Development PCB, Established 
Provenance) 









WATE 


August 12th, 2021 


© 2021 Wata Games, Inc. 
© 2021 Video Game History Foundation, Inc. 
All Rights Reserved 





| ке“ 


VIDEO GAME и 
HISTORY WATE 
FOUNDATION 

Prototype Analysis Report | The Battlefields of Napoleon 12-September-2021 


General Information 


e SUBMITTED BY: Alan Weiss 

e DATE SUBMITTED: 06/03/2021 

e GAME TITLE: The Battlefields of Napoleon 

e PLATFORM: NES 

e REGION: U.S. 

e WATA CERTIFICATION NUMBER: 582840-003 

e RELEASED: No 

e BUILD TYPE: 

e MD5 CHECKSUM (PRG chip): 30DD3D686CC78BOEDODE165B7060DFEF 

e MD5 CHECKSUM (CHR chip): E718207F11074E70066C6747DO0DOOBC5 

Analysis 

e OBJECT ANALYSIS: 
Battlefields of Napoleon is an unreleased game for the Nintendo Entertainment System. 
It is a localization of Napoleon Senki, released by Irem in Japan for the Famicom under 
license from Lenar. The submitted item is a Famicom-compatible PCB populated by two 
EPROMSs. Additionally, two separate EPROMS related to the game were also included. 
The РСВ is populated by two EPROMS, and is labeled "Irem FC-00-005." This is an 
undocumented part, and appears to possibly be an internal development PCB used by 
Irem. The retail Napoleon Senki's PCB part number is LROGO17-00, and does not have 
room for IC chips, as it instead uses "glop top" epoxy resin over silicon wafers. 
The ICs are covered in stickers with handwriting indicating the game's platform, title (as 
"Napoleon"), checksums, and in the case of the program ROM specifically, a date of 
7/18. Based on historical records surrounding this game we believe the year to be 1988, 
and the manufacturing dates on the ICs do not contradict this. 
The two loose ICs, based on their stickers, appear to be copies of only the CHR half of 
the game (or "character," meaning the game's art only, and not its program code, or 
"PRG"). The checksum is the same as that present on the CHR chip populated on the 
PCB. 
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Prototype Analysis Report | The Battlefields of Napoleon 12-September-2021 


e DATA ANALYSIS: 


There is no known instance of data for this unreleased game being available to examine 
before now. Brief gameplay revealed what would be expected: a version of Napoleon 
Senki localized into the English language, with a brand new title screen. The game seems 
polished and complete, though we were unable to play it thoroughly to guarantee this. 


e PROVENANCE: 


This item was submitted by Alan Weiss, a former employee of the game's publisher, 
Broderbund, who claims to have been the producer of the game. Though there is no 
documentation to establish this, it is likely true, as Weiss is credited as the Product 
Manager on many of the company's NES games. We conducted a brief phone interview 
and verified his identity. According to Weiss, this item was rescued from a dumpster 
during a downsizing of Broderbund's assets. 


e CONCLUSION 


Given the presence of unique data, the wholly unique PCB used, and the developer 
provenance, we believe this to be an authentic prototype. 
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Prototype Analysis Report | Street Fighter Il 17-August-2021 


General Information 


SUBMITTED BY: Peter Treglia 

DATE SUBMITTED: 06/13/2021 

GAME TITLE: Street Fighter 11 

PLATFORM: Super NES 

REGION: U.S. 

WATA CERTIFICATION NUMBER: 582307-006 

RELEASED: Yes 

BUILD TYPE: 

MD5 CHECKSUM: 28674685DDD37DF3EDC2E03AD602F92C 


Analysis 


e OBJECT ANALYSIS: 


Object is an American style Super Nintendo cartridge shell. The front is blank, save for 
some scratch marks that appear to have come from a ballpoint pen. The back contains a 
simple office supply-style label with the typewritten text "SUPER NES (USA) 'STREET 
FIGHTER II”. 


Inside of the cartridge is a known Nintendo prototype PCB, part number 
SHVC-4PV5B-01, populated by four EPROMs with Capcom-branded stickers. The labels 
all contain the string “ST2-18,” which may be a versioning number, but this is not known. 
The EPROMs themselves were manufactured in 1991, easily pre-dating the game's retail 
debut. 


e DATA ANALYSIS: 


The data has several differences when compared to both the retail game and an existing 
prototype. However, it appears to be very close to final. The pre-existing prototype has 
no notable differences beyond some edits to the text script. This submitted object has 
the final game's text script, which means that it is closer to final, and likely very near to 
it. 
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Prototype Analysis Report | Street Fighter Il 17-August-2021 


e CONCLUSION 


Given the authentic parts used and the unique data, we have no reason to doubt the 
authenticity of this item. 
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Prototype Analysis Report | Action 52 17-August-2021 


General Information 


SUBMITTED BY: GREG PABICH 

DATE SUBMITTED: 06/20/2021 

GAME TITLE: Action 52 

PLATFORM: NES 

REGION: U.S. 

WATA CERTIFICATION NUMBER: 582497-001 

RELEASED: Yes 

BOARD TYPE / EPROM MANUFACTURING: Prototype PCB 

BUILD TYPE: 

MD5 HASH (Combined ROMs, no header): A6C3F1E792C05B2C7371FB957AE6BC77 


Analysis 


e OBJECT ANALYSIS: 


Object is similar in appearance to a retail Action 52 cartridge, using the same outer 
plastic shell. The label is of a similar design, however, it demonstrates a unique purple 
background color, whereas the retail label is transparent. 


While the cartridge shell appears to be the same as retail (at least when compared to 
reference photos), this prototype version is secured together with three metal screws, 
whereas the final version appears to be clamped shut. 


The PCB contained inside is also unique, with the most striking difference being a blue 
color (vs. green in the retail game). Additionally, the PCB contains three ROM data chips, 
vs. the final game’s four. The ROM chips are covered in an anti-UV film coating to 
prevent damage to the data. 


Additionally, the memory mapping of the PCB itself differs from the final, and is 
functionally identical to a common 52-in-1 "multicart" of pirated games. 


e DATA ANALYSIS: 


As expected, because this game only uses three 4 Mb ROMS, the data present on this 
cartridge adds up to only 1,536kb, vs. the final game's 2,048kb. 
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The most obvious data exclusion is revealed upon booting the game and noting that the 
introductory sequence - containing full-screen graphics and sampled audio - is missing 
from this version. 


The game menu itself is graphically divergent from the final game, and uses tiles 
identical to the aforementioned 52-in-1 pirate multicart. Based on both the 
configuration of the hardware and the identical menu graphics, one could assume that 
development of Action 52 was based on reverse engineering this multicart and injecting 
unique games into it. 


SECTION 1 SECTION 1 


- ISLANDER 10.NINJA 2 .FIREBREAGTHER 10.0PERAT. MOON 
. GRADING 11.CITY CONECT. . STAREVIL 11.DAM BUSTERS 
.P-D FIGHTING 12.B-HINGS - ILLUMINATOR 12. THRUSTERS 
«STAR SOLDIER 13.1942 .G-FORCE FGT. 13. HAUNTED HILL 


14. GYROOINE 14. CHILL OUT 
- LEGENDRY -FLAPPY -SILVER SWORD 15. SHARKS 
. TETRIS 16. SPARTAN -CRITICAL ВР. 16. MEGALONIA 
- BROS. II - BOMBER MAN .JUPITR SCOPE 17. FRENCH BAKER 
- THIN BEE 18.FRONT LINE - ALFREDO 18. ATHOS -QUAKE 





Lto R: 52-in-1 pirate multicart, the submitted object, the retail Action 52. 


The most notable change is the inclusion of a unique title: number 52 on the list, “Action 
Gamer,” is a game starring Action 52’s Cheetahmen mascots. It is a wholly different, and 
less ambitious, title than what ended up on the final cartridge as “Action Gamemaster.” 
This essentially-unreleased game was published as a standalone cartridge in 2011 by the 
current Active Enterprises company. 
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L: Action Gamer, from the submitted object. R: Action Gamemaster, from the retail Action 52 


The data itself is not available online or through any known archival resources, so it 
appears to be unique. 


PROVENANCE: 


The game was submitted by Greg Pabich, owner of the current “Active Enterprises” 
company, which continues to publish Cheetahmen and Action 52 products. While Pabich 
was not directly involved in the development of Action 52, he did have business dealings 
with the game’s creator (the original Active Enterprises), from which he received a 
prototype cartridge of the game. According to Pabich, this submitted object is not his 
own original prototype, but one that was kept by one of the game’s engineers, who goes 
by the pseudonym Action 52 Developer #4 online, which Pabich later acquired. We were 
able to compare the cartridge to photos posted on Action 52 Developer #4’s blog, and 
they appear to be the same item. 


CONCLUSION 


Given the game’s unique data and the submitter’s provenance, we have no reason to 
doubt the authenticity of this item. 
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Prototype Analysis Report | Shadow of the Ninja 25-March-2021 


General Information 


SUBMITTED BY: N/A 

DATE SUBMITTED: 07/05/2021 

GAME TITLE: Shadow of the Ninja 

PLATFORM: NES 

REGION: U.S. 

WATA CERTIFICATION NUMBER: 582840-003 
RELEASED: Yes 

BUILD TYPE: 

MD5 CHECKSUM (headerless combined ROMs): 
9393D1725F0777A7014D4A73E76544A8 


Analysis 


e OBJECT ANALYSIS: 


Insert analysis here. Lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum 
lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem 
ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum 
lorem ipsum lorem ipsum lorem ipsum 


Lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem 
ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum 
lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum 

lorem ipsum lorem ipsum lorem ipsum 


e DATA ANALYSIS: 


Insert analysis here. Lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum 
lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem 
ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum 
lorem ipsum lorem ipsum lorem ipsum 


Lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem 
ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum 
lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum 
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Prototype Analysis Report | Shadow of the Ninja 25-March-2021 


lorem ipsum lorem ipsum lorem ipsum Lorem ipsum lorem ipsum lorem ipsum lorem 
ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum 
lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem 
ipsum lorem ipsum 


e CONCLUSION 


Lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem 
ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum 
lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum 

lorem ipsum lorem ipsum lorem ipsum Lorem ipsum lorem ipsum lorem ipsum lorem 
ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum 
lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem ipsum lorem 
ipsum lorem ipsum 
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Prototype Analysis Report | NARC 16-August-2021 


General Information 


e SUBMITTED BY: Jeff Booher 

e DATE SUBMITTED: 07/14/2021 

e GAME TITLE: NARC 

e PLATFORM: NES 

e REGION: US. 

е WATA CERTIFICATION NUMBER: 583165-006 

e RELEASED: Yes 

e BOARD TYPE / EPROM MANUFACTURING: NES-AOROM-01 

e BUILD TYPE: Internal version 3.2, 2-23-90 

e MDS HASH (headerless PRG ROM file): 9D62974AC12E56255673DDE6AFA33491 
Analysis 


e OBJECT ANALYSIS: 


Object is an NES cartridge with a simple photocopied label affixed to the front. The label 
contains the game's name, the text "Please return to: Acclaim Entertainment Inc," and 
finally, Acclaim's logo. The design is very similar to a Swords & Serpents prototype 
documented on the NES World website. 


Swords & | 
Serpents™ 


Please return to: 
Acclaim Entertainment Inc 





Left: The Swords & Serpents prototype documented on NES World. Right: This item. 
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Prototype Analysis Report | NARC 16-August-2021 


Inside of the shell is a retail NES game РСВ, part number NES-AOROM-01. Тһе PCB has been 
supplemented with bodge wiring, and there is a RAM chip in the slot where character ROM is 
normally expected. Essentially, this AOROM PCB has been modified to mimic an AMROM board, 
a PCB type used exclusively by this game’s developer, Rare. 


NARC’s data is all contained on a single program chip, and in the case of this object, that chip 
gives us additional insight: a label shows that the software inside is version 3.2, and that it is 
dated February 23rd, 1990. 
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Version 3.2 appears to be from an internal versioning scheme, and is unrelated to the separate 
versioning used by Nintendo Lot Check submission. A database file available online believed to 
have come from Nintendo (HNPdata_List.xlsx) shows that NARC was not approved for 
publishing until June 11th, 1990, nearly four months after this date. However, the same 
database also shows that the final approved game was Lot Check version 0.4, meaning the game 
was submitted to Nintendo five times. So it is possible that, while there are over three months 
separating this from the final game, any differences in code would be related to fixing Lot Check 
submission violations, and would not necessarily change gameplay in a notable way. 


Page | 3 ышы н. 














ы 


VIDEO GAME и 
НІЅТОВҮ WATE 
FOUNDATION 

Prototype Analysis Report | NARC 16-August-2021 


No attempt was made to determine the manufacturing date of the EPROM, as such an effort 
would damage the delicate adhesion of the sticker. 


e DATA ANALYSIS: 
A binary data comparison reveals substantial changes in code between the two games. 
However, we did not observe any differences while playing the first level of the game in 


a side-by-side comparison. 


Additionally, a brief examination of the game's art tiles did not reveal any immediately 
notable differences. However, time constraints prevent us from examining this further. 


Our research shows no known NARC prototype data online, meaning that this data 
appears to be unique. 


e CONCLUSION 
Given the similarities to other known prototypes from this publisher, as well as the 


unique data contained on the ROMs, we have no reason to doubt the authenticity of this 
item. 
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General Information 


SUBMITTED BY: David D Robbins 

DATE SUBMITTED: 07/14/2021 

GAME TITLE: Batman Forever 

PLATFORM: Super NES 

REGION: U.S. 

WATA CERTIFICATION NUMBER: 583202-030 

RELEASED: Yes 

BUILD TYPE: 

MD5 CHECKSUM: AD1E41CEBD43E64AF1A28D4D70DC9E30 


Analysis 


e OBJECT ANALYSIS: 


Submitted item is an American Super Nintendo cartridge shell that has been cut to 
house a Nintendo development board, specifically part number SHVC-8PV5B-01. The 
board is populated by six EPROM chips. Only chips 4 and 5 are labeled (with the text 
“Batman ‘QVC’” and their chip numbers), though interestingly, their labels are reversed. 
As the game functions normally, it is unlikely that the chips were populated incorrectly, 
and more likely that the labels themselves were placed incorrectly, possibly in recent 
years, as sticker residue is present on one chip in an area that is not covered by the 
sticker itself. 


A label on the front of the cartridge shell identifies the game as a “confidential copy for 
QVC,” presumably in reference to the home shopping network of the same name. A 
receipt of some kind was submitted along with the item, which is dated 8/15/1995, 
identifies QVC, and identifies the buyer as Rick Houseworth. We were able to establish 
that Rick Houseworth held the title of senior electronics buyer for QVC in 1995, via an 
article published in Crain's Chicago Business. The immediately identifiable 
manufacturing date on the ICs does not contradict the August 15th date. 
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Prototype Analysis Report | Batman Forever 12-September-2021 
e DATA ANALYSIS: 
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A brief side-by-side comparison of this game's code and the retail release showed 
several differences, though an overall structure that is comparable and similar. A 
gameplay comparison revealed two observable cosmetic differences: a lack of 
background graphic during the "Featuring" and credits screen that plays in the game's 
attract mode, and the lack of a large bat symbol during the "bat computer" loading 
screen before the first level (in the QVC version there is “ACCESSING...” in plain text 
instead). 


As the date of this receipt is August 15th, and the game was available in retail shops on 
September 7th (not August as Wikipedia claims), it is unlikely that any additional 
changes would be substantial, but time prevented us from investigating further. 


CONCLUSION 


Given the authentic parts used, the unique data, and the included receipt matching a 
known QVC employee's name, we have no reason to doubt the authenticity of this item. 
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Prototype Analysis Report | Castlevania: Vampire’s Kiss 12-September-2021 


General Information 


SUBMITTED BY: Isaac Hernandez Lopez 

DATE SUBMITTED: 07/20/2021 

GAME TITLE: Castlevania: Vampire’s Kiss 

PLATFORM: Super NES 

REGION: PAL 

WATA CERTIFICATION NUMBER: 583411-001 

RELEASED: Yes 

BUILD TYPE: Final 

MD5 CHECKSUM: A62D08AFD924004F11341F06A80D5F4A 


Analysis 


e OBJECT ANALYSIS: 


Object is a Super Famicom cartridge shell with a front label occasionally seen on 
previously observed prototype cartridges, which seem to have originated from either 
Nintendo or Konami, and were possibly included when purchasing development parts. 
The label appears authentic when compared to other known specimens, including 
another copy of this game previously submitted to WATA. 


Handwriting identifies the game (as "Castlevania - VK"), followed by an unknown 
number, RH 042. An online search reveals what appears to be this exact cartridge for 
sale on eBay in 2013 from an unknown seller located in Steyr, Austria. This same product 
number appeared on a prior WATA submission for this game. 


The PCB inside is a known Super Nintendo prototyping board, SHVC-4PV5B-01, with 
ROMs labeled in order of placement (as A, B, C and D). The manufacturing dates of the 
Texas Instruments EPROMs could not be easily determined. 


e DATA ANALYSIS: 


The data is an identical match for the retail release of Vampire’s Kiss, which is the PAL 
version of Castlevania: Dracula X. 
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Prototype Analysis Report | Castlevania: Vampire’s Kiss 12-September-2021 


e CONCLUSION 


Given the authentic parts used, and internet provenance going back eight years, we have 
no reason to doubt the authenticity of this item. 
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General Information 


SUBMITTED BY: Isaac Hernandez Lopez 

DATE SUBMITTED: 07/20/2021 

GAME TITLE: Contra ІІІ: The Alien Wars 

PLATFORM: Super NES 

REGION: PAL 

WATA CERTIFICATION NUMBER: 583411-002 

RELEASED: Yes 

BUILD TYPE: 

MD5 CHECKSUM: B380470F2D92270CACB677E4033BA687 


Analysis 


e OBJECT ANALYSIS: 
Object is an American style Super NES cartridge shell with a simple label on the front 
reading “SUPERP ROBOTECTOR SAMPLE.” Inside is a known Nintendo prototyping PCB, 
part number SHVC-2P3B-01. It is populated by two EPROMS. The stickers read “RH 
004H," the meaning of this is unknown. 
The cartridge is identical in details to several known prototypes documented online. 

e DATA ANALYSIS: 
The data is identical to a digitized image online. That image came from a similar 
cartridge, perhaps this very one. The build contains built-in cheat codes, and is known to 
crash when playing near the end of the game. 


e CONCLUSION 


Given the authentic parts used, and its visual appearance matching several reference 
photos of known prototypes, we have no reason to doubt the authenticity of this item. 
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General Information 


SUBMITTED BY: Isaac Hernandez Lopez 

DATE SUBMITTED: 07/20/2021 

GAME TITLE: Final Fight 2 

PLATFORM: Super NES 

REGION: U.S. 

WATA CERTIFICATION NUMBER: 583411-003 

RELEASED: Yes 

BUILD TYPE: 

MD5 CHECKSUM: 1DD981F6E72F7B9FE16FD7B081CB99C6 


Analysis 


e OBJECT ANALYSIS: 


Object is an American style Super Nintendo cartridge. The front has a simple label with 
the text “FF II” hand written in pen. Inside is a known Nintendo prototype PCB, part 
number SHVC-4PV5B-01, which is populated by three EPROMs, each covered in 
Capcom-branded stickers. Two of the EPROMs were manufactured in late May or early 
June of 1993, pre-dating the game’s documented retail release of August, 1993. 


e DATA ANALYSIS: 


The data is not a match for the final game, but it appears to be very close. A brief 
side-by-side comparison of the introduction and the first level revealed no noticeable 
difference. Notably, we did play far enough to get to the boss of the first level, as this 
boss was censored from the Japanese version to remove his cleaver. The U.S. manual 
shows the cleaver intact, leading us to believe it was a change made late in the 
localization process. We confirmed that the boss in this object does NOT have a cleaver, 
meaning that if that theory is true, this build of the game is very close to final. 


Page | 2 шы e 








B кел 


VIDEO GAME | 
HISTORY HATE 
FOUNDATION 





Prototype Analysis Report | Final Fight 2 17-August-2021 


e CONCLUSION 


Given the authentic parts and unique data, we have no reason to doubt the authenticity 


of this item. 


Page | 3 қым = 





VIDEO GAME 
HISTORY 
FOUNDATION 














=" PROTOTYPE 
EVALUATION 
REPORT 


Super Mario Kart (Super NES) 
(Nintendo Development PCB, 
Mitsubishi EPROM, Final Code) 


September 12th, 2021 
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Prototype Analysis Report | Super Mario Kart 12-September-2021 


General Information 


SUBMITTED BY: Isaac Hernandez Lopez 

DATE SUBMITTED: 07/20/2021 

GAME TITLE: Super Mario Kart 

PLATFORM: Super NES 

REGION: 0.5. 

WATA CERTIFICATION NUMBER: 583411-004 

RELEASED: Yes 

BUILD TYPE: Final 

MD5 CHECKSUM: 7F25CE5A283D902694C52FB1152FA61A 


Analysis 


e OBJECT ANALYSIS: 


Object is a bare PCB, part number SHVC-2QW5B-X1, a known Nintendo-made 
development board. It is populated by a single EPROM with a manufacturing date of 
February 1992, which pre-dates the game's commercial release in September (August in 
Japan). 


The EPROM sticker is labeled “SNS MKO1^ The sticker appears virtually identical to that 
seen on another prototype copy of this game featured on the Video Game Project 
website (http://videogameproject.com), which originated from the Spanish Hobby 
Consolas magazine. Additionally, remnants of this same sticker are visible on yet another 
prototype documented on the SNES Central website 
(https://snescentral.com/review.php ?id=0166&num=0&fancy=yes&article=proto). 


e DATA ANALYSIS: 


As with the other two similar PCBs mentioned above, the data contained on this board is 
identical to the final U.S. release of Super Mario Kart. 
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Prototype Analysis Report | Super Mario Kart 12-September-2021 


e CONCLUSION 


Given the authentic parts used and the similarities to known prototypes, we have no 
reason to doubt the authenticity of this item. 
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WATAO005 - Gekido (ЕЗ Demo) 


Submitted by: Adam Harvey 
Platform: PlayStation 1 (Debug) 
MD5: 88eb570b208ac3c31779e142ff0e7bfb *CD.bin 


Object analysis: Single CD-R in a generic slim jewel case on custom-printed Gremlin 
Interactive/DMA Design media. Handwriting on the disc labels this as “Gekido E3 Demo” with a 
date of “6-5-99. Because the publisher originated in the UK, and based on the data analysis 
below, we believe this date to be in DD-M-YY format, meaning May 6th, 1999. 


Data analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, the "Redump" image of the U.S. retail version was successfully downloaded from 
The Internet Archive. 


The most recent modification date on the disc is May 5, 1999, in line with what is written on the 
disc. This predates the retail game's date of April 25, 2000 by over ten months. We also 
observed that the retail game's data contained redbook audio music tracks, which are absent in 
the submitted disc. 


We were unable to locate an earlier build of Gekido either online or in the VGHF's archives. 


A quick demonstration of the disc and the retail game side-by-side showed clear differences, 
including the title screen, the gameplay introduction, and ever-present copyright information 
during gameplay in the submitted disc. 


Conclusion: Given the printed nature of the disc, the lack of availability of this particular data 
anywhere besides this disc, and the clear gameplay differences, we have no reason to doubt this 
item's authenticity. 


THE VIDEO GAME 
HISTORY FOUNDATION Мм 


WATAO0046 - Dino Crisis 2 (2000/08/17) 


Submitted By: Adam Harvey 
Platform: PlayStation 1 (Debug) 
MD5: (unknown, digitization was unsuccessful) 


Object Analysis: Disc is a CD-R for use in a PlayStation 1 debug system. 


CD-R is branded “Mitsui Inkjet” on the inner-ring, with a color text print on the white top layer 
containing the game's name, data, and what may be an object ID or fingerprint (USA-0005). 


A nearly identical disc exists in The Video Game History Foundation's archives, with the only 
difference being the aforementioned ID number (ours is USA-0009). 


Data Analysis: We were unable to fully read the game's data after three attempts, with several 
sector errors beginning at sector 201,393. It is unknown if this might affect gameplay. 


That said, looking at the data visible on the disc we were able to conclude two things: first, the 
data here seems identical to the data on our archive's disc, and second, that this data predates 
the retail game by just one day: 8/16/2000 vs. 8/17/2000. 


Conclusion: Given that we have an identical authenticated disc in our archives, we believe this to 
be an authentic pre-production copy of Dino Crisis 2, likely used by a media outlet. 


THE VIDEO GAME 
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WATAO001 - Chrono Cross (Preview) 


Submitted By: Adam Harvey 

System: PlayStation 1 (Debug) 

MD5 (disc 1 binary): 24b031d285de48e46ff552f5f74c3392 
MDS (disc 2 binary): 6463d040aae51 56ac146d34402a7988d 


Object Analysis: Two discs arrived in two separate slim CD cases: one with a CD-R inlay inside, 
and one empty. The inlay is from a Verbatim DataLife Plus CD-R, which was folded backwards 
so that the game inside could be hand-written in the notes section. 


The stickers on each disc appear similar to several Squaresoft discs of this era from the Video 
Game History Foundation archives, which were acquired directly from press outlets they were 
sent to. The term "Previewable" on the labels indicates that this was likely also a media copy of 
the game, meant to be used in published previews. 


Data Analysis: Both discs were digitized successfully into RAW .bin format using ISOBuster 
4.5.0.00. Additionally, the "Redump" image of the retail version of Chrono Cross was 
successfully downloaded. 


Chrono Cross is a rare exception in the PlayStation library, in that its data is stored directly onto 
sectors with no readable files, other than the standard PlayStation EXE (in this case 

SLUS. 010.41) and SYSTEM.CNF, so we were unable to directly compare data files in our 
determination. 


Both of these standard files, on both submitted discs, have a build date of 4/18/2000 at 5:35:00 
- which is identical the Redump image of the retail game. Additionally, we were able to compare 
the SHA-256 hash of “5108 010.41" from both the retail disc and the Redump image, and found 
that they were identical. Finally, we compared the file size of the binary images of both discs 1 

and 2 to the Redump images of the final retail game, and found them to be the exact same size. 


Due to time constraints we were unable to play the game, beyond validating that disc 1 
successfully boots. However, we believe that, based on the above data analysis, the data 
contained on these discs is identical to the final retail game. 


Conclusion: Given the physical appearance of the discs, we have no reason to doubt the 
authenticity of this submission. This is more than likely a U.S. media preview copy of Chrono 
Cross. 


THE VIDEO GAME 
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МАТА0055 - Conker: Live and Reloaded 
(Pre-Production Silver Disc) 


Submitted By: Adam Harvey 
Platform: Xbox Debug Kit 
MD5: 0b16fd6193ac9bc73bed464467e87084 *SEP13011042072.iso 


Object Analysis: This is a silver factory-pressed disc with metadata and "MICROSOFT 
CONFIDENTIAL" printed on the top layer, a style which we have seen on several Xbox and Xbox 
360 discs sent to media outlets for review. 


The name of the game does not appear on the disc, however, the product code of MS08102A 
reveals that this is Conker: Live and Reloaded. 


Data Analysis: The game was ripped using DisclmacChef UI version 1.6.1, on a "Kreon" disc 
drive flashed with firmware as instructed by the "Microsoft Xbox and Xbox 360 Dumping Guide" 
on the Redump.org wiki. A copy of the retail game's data was retrieved from The Internet Archive 
(https://archive.org/details/xbox. eng. romset). 


A quick side-by-side analysis of the two games' default.xbe executable files reveals that the 
submitted disc's data was created on April 29th, 2005, days prior to the final game's date of May 
3, 2005. It is likely that the data represented here is a near-final "release candidate" going 
through Microsoft certification for manufacturing approval. 


Conclusion: Given the physical appearance and unique data present, we believe this to be an 
authentic preproduction disc for the game. 


THE VIDEO GAME 
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WATAO051 - Oddworld: Мипсһ 5 Oddysee (Silver 
Pre-Production Disc) 


Submitted By: Adam Harvey 
Platform: Xbox Debug Kit 
MDS: 86fe1fc86568b508d2cbd65cbfae0483 *DVD.iso 


Object Analysis: Object Analysis: Submitted disc is a factory-pressed DVD-ROM, as opposed to 
a burned DVD-R typically seen with pre-production Xbox builds. However, this type of disc has 
been seen before on verified authentic discs. A color printed label is affixed to the top, in an 
official internal Microsoft design seen previously. There is no additional metadata on the disc 
itself to tell us the intended purpose of this disc, i.e. if it was intended for media coverage. 


Text on the bottom ring says “RC4 10.1501 FINAL.” The “RC4” text is likely an acronym for 
“release candidate 4.” If that is the case, this may be the fourth game build submitted to 
Microsoft's certification team as a candidate for manufacturing. 


Data Analysis: The executable file has a date of October 15th, 2001, which is two days prior to 
the retail game. 


Conclusion: Given the unique data present, the fact that it is factory-pressed as opposed to 
burned, and the top layer's similarity to other known, authentic items, we believe this to be an 
authentic pre-production disc for the game. 


THE VIDEO GAME 
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WATAO045 - Silent Hill 2 Xbox (Review) 


Submitted By: Adam Harvey 
Platform: Xbox (Debug Kit) 
MD5: (unknown, an ISO of the game could not be created through any traditional means) 


Object Analysis: Disc is a Pioneer branded "DVD-R for Authoring" with hand-written metadata. 
The term "Review Version” signifies that this disc was likely made for a media outlet to use in its 
review of the game. 


Data Analysis: Unlike most Xbox review builds we have encountered, this disc could not be read 
by any of our computer drives, including those modified specifically to read Xbox discs. 
However, it can be seen and played by an Xbox Debug Kit, so by setting up an Xbox development 
environment, we were able to extract the disc's individual files directly from the Xbox Debug Kit 
to a Windows XP machine for analysis. 


One file (\data\sound\adx2\voice_afs\voice.afs) could not be read by the Xbox, which may 
affect gameplay. However, there appears to be an exact copy of this file elsewhere on the disc 
(\data\sound\adx2\voice.afs), so from a data recovery perspective it appears that we have 
captured all that is on the disc...albeit not in a preferred ISO format. 


The build date for the submitted disc is October 14th, 2001, which is earlier than the date 
present on the retail game as downloaded from The Internet Archive 
(https://archive.org/details/xbox. eng. romset), which is November 27th, 2001. 


Conclusion: Given the unique data present, we have no reason to doubt the authenticity of this 
item as a review copy of the game. Based on the date, we suspect this likely originated from a 
print media outlet, and not a website. 


THE VIDEO GAME 
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WATA0044 - Baldur's Gate- Dark Alliance II 
(Review) 


Submitted By: Adam Harvey 
Platform: Xbox (Debug Kit) 
MDS: afa270289ae1 47bf817a10b671283c6a *DVD-R.iso 


Object Analysis: Disc is a Verbatim “DVD-R for General” disc with a printed label affixed to the 
top layer. The text “Review Code” signifies that this disc was created for a media outlet to use in 
its review of the game. 


The layout of the printed disc is very similar to an authenticated review copy of the game's 
predecessor, Baldur's Gate: Dark Alliance, that exists in The Video Game History Foundation's 
archives. 


Data Analysis: The game's executable file is dated November 10th, 2003, which is seven days 
prior to the retail game's date of November 17th, 2003. 


Conclusion: Given the visual similarity to previously-authenticated discs, and the unique build 
date in the code, we have no reason to doubt that this is an authentic pre-production review 
copy of the game. 
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WATA0053 - Shenmue Il (Silver Pre-Production 
Disc) 


Submitted By: Adam Harvey 
Platform: Xbox (Debug Kit) 
MDS: 646a817c9fa84dbe1 b969ab4baf9f620 *SEP13011042072.iso 


Object Analysis: This is a factory pressed silver disc for the original Xbox with a Technicolor 
logo embedded on the front along with metadata about the game. We have seen this design 
numerous times on authenticated items sent to the media for game reviews. We believe all of 
these to be “release candidates,” meaning these are games that are in the process of being 
approved for final manufacturing. 


The name of the game does not appear on the disc, but its product number - MS05001A - does, 
along with "R1." This corresponds to the disc's mastering code on the inner-ring, "MS05001 A-R1 
L1.” A date is also present on the upper layer: August 20th, 2002. 


Data Analysis: The game was ripped using DisclmacChef UI version 1.6.1, on a "Kreon" disc 
drive flashed with firmware as instructed by the "Microsoft Xbox and Xbox 360 Dumping Guide" 
on the Redump.org wiki. A copy of the retail game's data was retrieved from The Internet Archive 
(https://archive.org/details/xbox. eng. romset). 


A quick side-by-side analysis of the two games' default.xbe executable files reveals that the 
submitted disc's data was created on August 16th, 2002, which is earlier than the retail game's 
data of October 2nd, 2002. 


Conclusion: Given the physical appearance of the disc and the unique data that it contains, we 
have no reason to doubt the authenticity of this submission. 


THE VIDEO GAME 
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WATAO043 - The Guy Game (Review) 


Submitted By: Adam Harvey 
Platform: Xbox (Debug Kit) 
MDS: e31612ec478d80cc5197ac9cb32946d0 *DVD-R.iso 


Object Analysis: DVD-R is from an unknown manufacturer, with a full color printed label affixed 
to the top layer with metadata information. The text "Xbox review” and the public relations 
contact information suggest that this is likely a disc meant to be used by a media outlet in its 
review of the game. The text "Episodes 1-7" suggests that this may be a limited demo that 
doesn't contain the full game's content. 


Data Analysis: The data on the games disc is dated July 26, 2004, which is two days prior to the 
final game's build date of July 28, 2004. Additionally, the total data size of the submitted disc is 
just over 3GB, whereas the final game is over 6GB. According to Wikipedia, the retail game has 
20 episodes, meaning that it is likely this disc only contains the first seven of twenty episodes. 


Conclusion: Given the unique data present, we believe this to be an authentic review copy of The 
Guy Game for Xbox. 


THE VIDEO GAME 
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WATAO028 - Digimon World 3 (Review) 


Submitted By: Adam Harvey 
Platform: PlayStation 1 (Debug) 
MD5: N/A (disc could not be fully read) 


Object Analysis: Disc is a CD-R for use in a PlayStation 1 debug system. 


The manufacturer of the CD-R is not obvious upon examination. The top layer of the disc has a 
printed label affixed to it, with the printed text "Review copy" indicating that this was likely made 
for a media outlet to use in its review of the product. 


An identical disc was located in the Video Game History Foundation's archives, which we can 
confirm originated from a U.S. video game magazine. 


Data Analysis: An attempt was made to digitize the disc into RAW .bin format using ISOBuster 
4.5.0.00, however this was abandoned after several read errors. It is unknown whether the disc 
may be damaged, though a visual examination showed no obvious problems. 


While we were unable to successfully create an image of this disc, we were able to investigate 
its file contents. The data appears identical to both the disc in our archives and the retail version 
of the game, with a most recent file modification date of April 21, 2002. 


Conclusion: Given that we have an identical item in our archives from a verified source, we 
believe this to be an authentic U.S. media review copy of the game, containing data that is 
identical or near-identical to the retail version. 


THE VIDEO GAME 
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WATAO017 - Mike Tyson Heavyweight Boxing 
(Preview) 


Submitted By: Adam Harvey 
Platform: Xbox (Debug Kit) 
MD5: f6f432d6a0fbc32d5adc1 2fac6ba4e63 *DVD-R.iso 


Object Analysis: Disc was submitted on a Verbatim “DVD-R Data Storage” disc, with printed 
information on a sticker disc label. “Preview Code” on the disc indicates that this was likely 
meant to be used by a media outlet in its preview coverage of the game (as opposed to review). 
An email address on the disc, andrewb@codemasters.com, likely corresponds to a PR contact 
from the time, though we were unable to substantiate this. 


Data Analysis: The build date on the preview disc’s *.xbe file is February 5th, 2002, in 
comparison to the final game's build date of June 19th, 2002. A very brief gameplay analysis of 
the disc revealed text on the title screen not present in the final game - "Demo version, not for 
review - 80% complete. Does not represent the quality of the final product. Released April 2002.” 
It is worth noting that the final product was not actually released until July 2002, meaning that 
this prototype could represent an interesting point in its development before Codemasters 
decided to delay the product. 


Conclusion: Based on the physical appearance of the disc, and the unique data it contains, we 
have no reason to doubt the authenticity of this item. 


THE VIDEO GAME 
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WATAO006 - Alundra 2 (Print Preview) 


Submitted By: Adam Harvey 
Platform: PlayStation 1 (Debug) 
MD5: d24f2e3abb86c9076fa182e9253b9687 *CD.bin 


Object analysis: Single CD-R on period-appropriate Activision-branded Mitsui disc. Disc arrived 
in a generic slim jewel case. The Activision-branded paper sleeve usually associated with media 
copies of this vintage was not present. Handwriting indicates that this was a build made for a 
press outlet to use in its preview coverage. The "for print purposes only!" text indicates that this 
is specifically for magazine coverage, and not for a website: magazines need a larger lead time 
before publication, which often meant that they were sent review copies much earlier. 


A very similar disc exists in the VGHF archive, on the same media with the same build date and 
what appears to be the same handwriting (with one small difference: ours says "Preview build" 
instead of "Preview copy"). This item had previously been authenticated as having been sent by 
Activision to a video game magazine. 


Data analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, the "Redump" image of the U.S. retail version was successfully downloaded from 
The Internet Archive, and the VGHF copy of the same game build was accessed from our 
network storage. 


The last file modification date on the disc is November 24th, 1999, in line with the disc's stated 
11-25 date. By comparison, the U.S. retail game was finalized January 7, 2000. Additionally, the 
MD5 of the disc's binary is a 100% match for the VGHF copy. 


A quick side-by-side gameplay exhibited several differences, including: a Japanese trailer 
instead of the final game's introduction movie, a different color palette for the title screen logo, 
and debug information displayed during a cutscene. 


Conclusion: Given the physical appearance and the data are a match for our own authenticated 
disc, we have no reason to doubt this item's authenticity. 


THE VIDEO GAME 
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WATAO010 - Arc the Lad Collection (Preview) 


Submitted by: Adam Harvey 
Platform: PlayStation 1 (Debug) 
MD5: 49f2169aabf8c9d9fe2d1bae343b2025 *image.bin 


Object analysis: Single disc CD-R with a full color illustrated sticker label. Text "PREVIEW ONLY" 
indicates that this disc was meant for media outlets to use in their preview (as opposed to 
review) coverage of the game. An identical disc is housed in the VGHF archives. 


Data analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00, 
which showed that this preview disc was specifically Arc the Lad Il from the collection. 
Additionally, the "Redump" images of the U.S. retail version (specifically the “Arc the Lad II” disc) 
and the Japanese original Arc the Lad Il were successfully downloaded from The Internet 
Archive. We also retrieved an identical preview disc from the VGHF archives. 


The submitted disc's MD5 is identical to the disc from the VGHF archives, which also has an 
identical label. That disc was previously authenticated as having originated from a U.S. video 
game magazine. 


The disc itself contains an English-language version of the "Arc the Lad II” disc from Arc the Lad 
Collection. The last date modified on the submitted disc is April 3, 2001, about eight months 
earlier than the final disc's date of December 8, 2001. However, it is worth noting that the 
original Japanese version of the game was finished over five years earlier, on November 7, 1996 
- it took quite a while for Working Designs to market the English translation. 


A quick side-by-side comparison to the final U.S. game revealed a few subtle differences, 
including a lack of copyright information on the title screen, a different selection icon, and oddly, 
faster loading times. While no script differences were observed in terms of actual language, 
several differences in line breaks inside of the speech bubbles were observed. 


Conclusion: Given that we have an identical authenticated disc in our collection, we have no 
reason to doubt this item's authenticity. 


THE VIDEO GAME 
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WATAO015 - Psi-Ops: Тһе Mindgate Conspiracy 
(Gamers Day Demo) 


Submitted By: Adam Harvey 
Platform: Xbox (Debug Kit) 
MD5: 01c1de49bac2f666bd318db4ef158cc0 *DVD-R.iso 


Object Analysis: Submitted disc is a Verbatim brand DVD-R 4X with an inkjet printed label. The 
text “GAMERS DAY DEMO" on the label indicates that this disc was provided to media at a 
Midway Gamer's Day event. These events were typical of the day - media outlets were invited to 
an event where a game publisher would reveal games, offer hands-on demos, and in some 
situations, provide demos for journalists to take back with them to use in coverage. 


The Video Game History Foundation's archives contain a disc with an identical label, which we 
can confirm originated from a video game magazine. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, an image of the retail version of the game was downloaded from the Internet 


Archive (https:;//archive.org/details/xbox eng romset), and a digital image of the disc from our 


collection was retrieved. 


The MD5 of this disc matches the one in our collection, confirming that the data itself is 
legitimate. The build date of the game's *.xbe file suggests that the game was made on 
February 26, 2004, which appears to be the actual day of the Gamer's Day event, according to a 
news report on IGN.com 
(https://web.archive.org/web/20200819164434/https://www.ign.com/articles/2004/02/26/mg 
d-2004-psi-ops-the-mindgate-conspiracy). By comparison, the final retail game's build date 
appears to be May 18, 2004, nearly three months later. 


A quick gameplay comparison demonstrates several notable differences: primarily, the fact that 
this is a one-level demo of the game. There are also several UI differences including typeface, a 
unique pre-load screen explaining that the demo gives the players powers they would not 
normally start off with in the retail version, and a playable trailer for the final game. 


Conclusion: Given that the disc appears identical in appearance and data to an authentic demo 
of the game, we have no reason to doubt this item's authenticity. 
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WATA0014 - Shining Wisdom (Preview) 


Submitted By: Adam Harvey 
Platform: PlayStation 1 (Debug) 
MD5: e99ec63109655d40601599caa0b294dc *SHINING. WISDOM.bin 


Object Analysis: Submitted as a single TDK CD-R74 branded CD-R, a disc commonly used at the 
time this game was in development. Writing on the disc says "Preview Only,” indicating that this 

was likely sent to a video game magazine to use in its preview coverage of the game. The case 

submitted appears to be a generic slim style jewel case. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, the "Redump" image of the final retail U.S., Europe, and Japan versions of the game 
were successfully downloaded from The Internet Archive. 


According to the game's header file, the game on this disc was built on January 31, 1996, as 
compared to the U.S. retail version of the game, which was built April 9, 1996. However, it is 
worth noting that the original Japanese version of the game was completed the prior year - July 
9, 1995 to be precise - meaning it is unlikely there are any substantial differences in the core 
game itself. 


A quick gameplay comparison reveals several notable differences, including different company 
logo screens and a lack of a Working Designs script copyright on the submitted disc's title 
screen. Additionally, the actual in-game dialogue is completely different than the U.S. version of 
the game, and appears to closely match the script seen in the European release. 


According to the current Wikipedia article for the game (though no citations are made, so we 
cannot verify), the European script was translated by Sega of Europe, while the U.S. script was 
translated by Working Designs, the publisher of note in that country. Given that the disc itself 
seems to have originated from Working Designs, it would appear that the company was at one 
time working from the original Sega translation, before completely re-doing it. This disc then 
represents a unique version of the game, in which the Sega-translated script is applied to a 
game formatted for NTSC televisions. 


Conclusion: Given the physical branding of the disc and the unique data contained therein, we 
have no reason to doubt the authenticity of this object. 


THE VIDEO GAME 
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WATAOO049 - Mortal Kombat (Prototype) 


Submitted By: Adam Harvey 
Platform: Game Boy 
MD5: B3474BAB3EDA25BDB1 508ED53765FB30 


Object Analysis: This is a typical Game Boy prototype cartridge, with a top window exposed so 
that the developer can replace the game’s EPROM with new code. The EPROM itself has the 
name as an acronym (Mk), the date (6-24), and encircled is the letter F, likely signifying “Final.” 


A simple photocopied label is affixed to the front label window. Inside is an authentic Nintendo 
prototyping board, part number DMGC-MBC1-2M-EPROM1-01. The Single EPROM appears to 
have a manufacturing date in the ninth week of 1992, which predates the game's 1993 release. 


Data Analysis: The data is 100% identical to the retail release of the game. 


Conclusion: This item presents an authentic prototype board with a period-accurate EPROM and 
no signs of modern tampering, which is as close as one can get to authenticating an 
EPROM-based pre-production game without provenance or unique code. We have no reason to 
doubt this item's authenticity and believe that this is likely an authentic pre-production game. 
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WATAOO50 - Batman- Return of the Joker 
(1991.12.02 Prototype) 


Submitted By: Adam Harvey 
Platform: Game Boy 
MD5: 518ED29525738CEBDAC49C49E60EA9D3 


Object Analysis: This is a typical Game Boy prototype cartridge, with a top window exposed so 
that the developer can replace the game's EPROM with new code. The EPROM itself has a 
sticker featuring the games title and a date: December 2, 1991. The exact U.S. release date of 
the game is not documented, but is believed to be from 1992. The EPROM itself was 
manufactured in 1988, pre-dating the game. 


Inside is an authentic Nintendo prototyping board, part number DMGC-MBC1-2M-EPROM 1-01. 


Data Analysis: A byte comparison exhibits several differences throughout the ROM when 
compared to the retail game. A quick side-by-side gameplay analysis, consisting of the boot 
sequence, the title screen, the level select screen, and the beginning of stage one, did not exhibit 
any visual differences. 


Conclusion: This is an authentic prototype board, with a period-appropriate EPROM, containing 
data that appears to be unique. Given that, we have no reason to doubt the authenticity of this 
item. 
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WATAOO048 - Superman (Prototype) 


Submitted By: Adam Harvey 
Platform: Sega Genesis 
MD5: 83878C91171338902E0FE0FB97A8C47A 


Object Analysis: This is an EPROM board inside of a cartridge shell. The outer label reveals the 
name of the game and the publisher, along with the text "ROM'S [sic] HAVE BEEN ENCODED TO 
ITS USERS.” This would signify that the game may contain a digital "fingerprint" that would 
identify the origin of a leak, should one occur. 


The circuit board inside has a part number, 171-5694-01, which has been seen on pre-production 
cartridges before. One such example is what the Hidden Palace website labels "Sonic the 
Hedgehog 2 (Nick Arcade prototype)." 


Stickers on the four enclosed EPROMs read “EGM SMAN 1” through “EGM SMAN 4º It is 
possible that the EGM stands for Electronic Gaming Monthly, a popular American video game 
magazine of the time, and that this copy was sent for use in its coverage. 


Data Analysis: A quick hex comparison revealed several differences throughout the ROM, 
though the header is identical to the final retail game. 


A quick gameplay comparison, consisting of observing the startup sequence and entering the 
first level, revealed no visible differences. 


Conclusion: Given the unique data and the period-appropriate parts used, we have no reason to 
doubt the authenticity of this item as a pre-production cartridge of the game. 
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WATA0018 - Halo (Pre-Production Silver Disc) 


Submitted By: Adam Harvey 
Platform: Xbox 
MD5: 8cb13c27848282ad78a9ee2cf06fad1d *DVD.iso 


Object Analysis: Submitted disc is a factory-pressed DVD-ROM, as opposed to a burned DVD-R 
typically seen with pre-production Xbox builds. However, this type of disc has been seen before 
on verified authentic discs. A color printed label is affixed to the top, in an official internal 
Microsoft design seen previously. There is no additional metadata on the disc itself to tell us the 
intended purpose of this disc, i.e. if it was intended for media coverage. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, an image of the retail version of the game was downloaded from the Internet 
Archive (https://archive.org/details/xbox eng. romset). 


The game's build date, according to its *.xbe file, presents as October 12th, 2001, which barely 
pre-dates the final game's build date of October 15th. We were unable to test gameplay due to 
time constraints to note any differences. 


While it is odd to see a factory run of a game that is not the final code, it is not unheard-of for 
this to happen with first-party Xbox games. We were able to confirm the existence of a similar 
disc for Halo 2, for example, with a similarly close-to-retail date. We suspect these "silver" discs 
may be related to the disc mastering process, and not the game development process. 


Conclusion: Given the appearance of the disc, the fact that it is factory-pressed, and that the 
data appears unique, we have no reason to doubt the authenticity of this item. These "silvers" 
were often used as media review copies, which may be the case here. 
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МАТА0052 - Noughts & Crosses (Prototype) 


Submitted By: Adam Harvey 
Platform: Super Nintendo 
MD5: E0912B4A4D9CAOCFEOFAFF13849E9196 


Object Analysis: This is a game that was never released in cartridge form. Instead, it was 
relegated to the Nintendo Gateway System, which was embedded in hotel rooms and on in-flight 
systems. 


The cartridge front has a sticker typically used on EPROMs, that has been seen on first-party 
Nintendo items in the past (specifically a copy of SimCity for the NES, which was verified to be 
authentic when it was published in Nintendo Power magazine). The only writing on the sticker is 
the word “Noughts.” 


Inside is a development board for games that utilize the SA1 chip, part number 
SHVC-4(F)X8B-01. This is, as far as we know, the only known example of this particular board. 


Data Analysis: We were able to play the file only in the BSNES emulator, as we suspect incorrect 
header information prevents it from loading on other emulators and flash carts. As there is no 
known copy of this game accessible, there is nothing to compare it to. The in-game graphics 
match photographs on the internet, however, it appears that these photographs were taken from 
this same cartridge, by a prior owner. 


Conclusion: Given that this data does not appear anywhere else, nor does the board, we believe 
this to be an authentic prototype cartridge for the Noughts & Crosses game for the Nintendo 
Gateway System. 
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WATAO016 - Leisure Suit Larry: Magna cum Laude 
(Preview) 


Submitted By: Adam Harvey 
Platform: Xbox (Debug Kit) 
MD5: bd02a521f41028f3d0c7af9d85cca8e3 *DVD-R.iso 


Object Analysis: Disc was submitted on a DVD-R from an unknown manufacturer. A printed 
sticker label is on top, signifying the title, Xbox platform, and the text “Preview Build,” which 
indicates this is likely a disc delivered to a media outlet (i.e. a video game magazine or website). 


Data Analysis: Disc was digitized successfully into RAW .iso format using ISOBuster 4.5.0.00. 
Additionally, an image of the retail version of the game was downloaded from the Internet 


Archive (https://archive.org/details/xbox eng romset). 


The build date of the XBE on the submitted disc is labeled March 29, 2004, while the retail image 
above is labeled July 31, 2004, suggesting that the state of the submitted game is four months 
before final. It is worth noting that the Video Game History Foundation’s archives contain a 
debug version of the game for Windows computers with an identical March 29th date, 
substantiating the data somewhat. 


We could not verify that this disc plays as-is on a debug Xbox unit, as we could not get it to play 
on (even after replacing the internal disc drive), instead only getting an "An error occurred 
loading an Xbox executable" message on the XDK Launcher. However, we were able to 
successfully launch the game by installing the digitized image itself on the debug Xbox's hard 
drive. Either the game was burned incorrectly by the company, or our unit is at fault. 


The disc contains two separate executables that can be launched from a debug unit's XDK 
Launcher: a "release" version of the game and a "debug." A very brief play of the retail build did 
not immediately demonstrate notable differences from the retail game. The debug build clearly 
demonstrated debug functionality, including level selection. 


Conclusion: Given the unique debug functionality of the game, we have no reason to doubt this 
object's authenticity. 


THE VIDEO GAME 
HISTORY FOUNDATION wv 


WATAOO54 - Gears of War (Pre-Production RC3 
Silver Disc) 


Submitted By: Adam Harvey 
Platform: Xbox Debug Kit 
MD5: 64e74b5981b4eef3ca85fc94127441ff *IMAGE.iso 


Object Analysis: This is a silver factory-pressed disc with metadata and "MICROSOFT 
CONFIDENTIAL" printed on the top layer, a style which we have seen on several Xbox and Xbox 
360 discs sent to media outlets for review. 


The metadata on the disc refers to the game version as “RC3,” aka "Release Candidate 3,” 
meaning the data contained on here is the third version of the game submitted for final 
manufacturing approval. 


Data Analysis: As traditional Redump methods failed to extract the game, we resorted instead 
to a tool called "Schtrom360Xtract" to make ап ISO, which was successful. We then analyzed 
the game's "default.xex" executable file, and compared it to the same file from the retail game. 


The XEX filetime of "Sat Oct 14 08:24:42 2006" is identical between the two, meaning that the 
data on this submitted disc appears to be the final retail version of the game. 


Conclusion: Given the physical appearance of the disc matching several others we have seen, 
we believe this to be an authentic preproduction disc for the "RC3" build of Gears of War. 
However, as it turns out, RC3 passed Microsoft certification, meaning that it is the final game as 
it appears on retail copies. 
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WATAO047 - Time Killers (1/21) 


Submitted By: Adam Harvey 
Platform: Sega Genesis 
MD5: 5DB249B9AC5FEC88F8971D8C80BB15F0 


Object Analysis: Submission is a bare circuit board with four EPROMs. Of the four EPROMs, one 
has a sticker, indicating the game (Time Killers) the date (1/21) and the intended placement on 
the board (OD 2, or, “odd 2,” as opposed to "even"). It appears that the other three stickers were 
lost, which is common on EPROMs of this vintage. 


The circuit board comes from manufacturer Advantech, Inc., and is labeled "Sega EPROM 
evaluation board" with a part number "SGEP2A AW Rev. A." While we were unable to 
substantiate any prior prototypes that use this specific board, we were able to locate a different 
Advantech, Inc. evaluation board in the collection of The Museum of Games and Gaming in 
Lancashire, England, which they have substantiated as an authentic prototype of Primal Rage 
for the Sega Genesis. 


Data Analysis: A quick hex comparison revealed several differences throughout the ROM, 
including the header. The submitted game's header reads as: 


SEGA GENESIS (С) 1100 TIME KILLERS 

And the final game's reads as: 

SEGA GENESIS (С)Т-100 1996.01ТІМЕ KILLERS 

A quick gameplay comparison, consisting of observing the startup sequence and entering a 
match, revealed no visible differences. That said, if both the date on the EPROM and the date in 
the final game's header are accurate, we would not expect significant changes within the final 


month of the game's development. 


Conclusion: Given the unique data and what appears to be a period-appropriate prototype board, 
we have no reason to doubt the authenticity of this item. 
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WATAO011 - Blaster Master: Blasting Again (Review, 
Sunsoft) 


Submitted by: Adam Harvey 
Platform: PlayStation 1 (Debug) 
MD5: 37e9068e47b89d65a4f8f645b1b417ac *CD.bin 


Object Analysis: Disc is an Imation brand CD-R, with a Sunsoft asset ID sticker and hand-written 
metadata confirming that this is a review build, dated September 20th, 2000. Sunsoft canceled 
its plans to publish this game: ultimately the retail version was published by Crave 
Entertainment. 


An identical disc was located in the VGHF archives, with everything appearing the same but the 
asset identification number. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, the “Redump” image of the retail version of the game was successfully downloaded 
from The Internet Archive. We also retrieved an identical prototype disc from the VGHF archives, 
which was previously verified to have come from a video game magazine. 


A quick data comparison revealed that the submitted prototype, the VGHF prototype, and the 
Crave-published retail game all have identical data. This indicates that there is zero code 
difference between the "Sunsoft version" of the game and the Crave version. Indeed, a quick 
play session of the prototype disc revealed that the Crave logo does not even appear within the 
game itself - it seems that zero code changes were made as the game's publisher of note was 
changed from Sunsoft to Crave. 


Conclusion: Given that we have an identical disc in the VGHF archives that was previously 
authenticated, we have no reason to doubt the authenticity of this submission. 
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WATAOO020 - Yu Yu Hakusho: Dark Tournament 
(Preview) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: d0f10b823239976580516c95d0dbad94 *image.iso 


Object Analysis: Submitted disc is a Verbatim branded “DVD-R 4X.” The top layer has 
information printed directly onto the disc, signifying the game title, platform (PlayStation 2), burn 
date (August 5, 2004), and intended usage ("Media Preview for PREVIEW ONLY"). The text 
indicates that this was sent to a media outlet, i.e. a magazine or website, for use in its preview 
coverage specifically (as opposed to review). 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, an image of the retail version of the game was downloaded from the Internet 
Archive (https://archive.org/details/redumpSonyPlaystation2UsaGames2018Aug01Part3). 


A quick comparison of the file structures reveals that this appears to be the final version of the 
game, though the data is not 100% identical - in fact, the submitted disc post-dates the retail 
game by one day. We suspect that the only difference, should the data be analyzed further, 
would be an electronic "fingerprint" in one of the files. This was done by some publishers at the 
time in order to track the source of a data leak, should the game be pirated. Indeed, the printing 
on the disc specifies that "This disc is serialized and electronically fingerprinted.” 


Conclusion: Given the physical appearance of the disc and the data differences (though minor), 
we have no reason to doubt the authenticity of this submission. 
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WATAO012 - Skullmonkeys (Review) 


Submitted by: Adam Harvey 
Platform: PlayStation 1 (Debug) 
MD5: 903a364b8bb7dad9ab262b08e49c8578 *CD.bin 


Object Analysis: Disc is an Electronic Arts-branded Mitsui Gold CD-R that has been previously 
observed on authentic prototypes from EA of this vintage. The hand-written metadata suggests 
that this is a copy meant to use when reviewing the game. The item was submitted in a generic 
slim-style jewel case. Included was a folded-up, single-sided 8.5"x11" piece of paper titled 
"Skullmonkeys Review Software Caveat Sheet,” this is what is often referred to as a "reviewer's 
guide." Among other things, this particular guide includes instructions to use an included level 
skip. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, the "Redump" image of the final retail game was successfully downloaded from 
The Internet Archive. We also located the file "Skullmonkeys (Debug Beta 1997-12-16).7z" on 
The Internet Archive. 


The data on the submitted disc appears to be identical to the "Debug Beta" image found on the 
internet. Interestingly, the HiddenPalace.org entry on this disc indicates that it came from a 
bootleg version of the game, which may verify that the data used for the bootleg originated from 
a magazine review copy. 


The submitted disc's data has a most recent modification date of five days before the final retail 
game. 


As per the included sheet, the submitted disc includes several debug functions, including a level 
select, a full inventory cheat, and a fly-through mode. 


Conclusion: Given the physical appearance of the disc, we have no reason to doubt this item's 
authenticity. 
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WATAO008 - Mortal Kombat 4 (Review) 


Submitted by: Adam Harvey 
Platform: PlayStation 1 (Debug) 
MDS: 6881 6df624d57e57a1 55b87aa5e5dc4b *CD.bin 


Object Analysis: Single CD-R with a blank, gold-colored front and text rendered from a CD 
printer. Text indicates this is a media review build, burned on June 5th, 1998. Additional text 
seems to indicate that a prior disc sent to this outlet was done in error. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, the "Redump" image of the U.S. retail version was successfully downloaded from 
The Internet Archive. We also retrieved two verified prototypes of this game from the VGHF 
archives. 


We were able to verify that both the data and appearance match a disc in our collection, with an 
identical MD5 hash on the RAW binary. This disc has been authenticated as having been sent by 
Midway to a video game magazine. 


This data also has the same file structure and modification dates as the final retail game, 
meaning this build is final. 


Conclusion: Given that we have an identical authenticated disc in our collection, we have no 
reason to doubt this item's authenticity, and that it likely originated from a U.S. video game 
media outlet. 
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WATAOO042 - Front Mission З (Media Beta) 


Submitted By: Adam Harvey 
Platform: PlayStation 1 (Debug) 
MD5: db5857beb2bef77b47f55a09d16694be *CD.bin 


Object Analysis: Submission is a CD-R from an unknown manufacturer. The top layer is silver 
and blank, with a sticker affixed that is of a style seen commonly on Squaresoft pre-production 
discs of this era. 


Submitted with the disc was a partial piece of paper, inside of the jewelcase, with copyright info 
for both Front Mission 3 and SaGa Frontier 2. Perhaps both were packaged together at one 
point? If so, the SaGa Frontier 2 disc was not included in the submission. 


A visually similar disc exists within the Video Game History Foundations archives, which we can 
verify as having originated from a U.S. video game magazine. 


Data Analysis: The data has a modification date of 12/7/1999, which is identical to the retail 
version of the game. While the disc in our archive appears visually identical, the data itself dates 
from 11/30/1999. 


Conclusion: Based on the disc's physical appearance, we believe this to be a genuine 
pre-production disc for Front Mission 3, possibly sent to a media outlet, which contains the final 
version of the game. 
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WATAO024 - Arc the Lad- End of Darkness (Review) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: 35f217fc089a945be47fd3d7b8c23a4d *DVD-R.iso 


Object Analysis: This is a DVD-R for use on a PlayStation 2 debug unit. Disc is a DVD-R from an 
unknown manufacturer. The top layer has game artwork printed on its surface. The text "For 
Review" signifies this disc was likely meant for a media outlet, to use in its review of the game. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, an image of the retail version of the game was downloaded from the Internet 
Archive (https://archive.org/details/redumpSonyPlaystation2UsaGames2018Aug01). 


The data on this submission appears to match the retail version of the game, as the file names 
and dates are identical. 


Conclusion: As we don't have a matching disc in our archives, and because the data is identical 
to the retail game, we have no way of confirming the authenticity of this item without doing more 
extensive research, such as establishing provenance. However, we have no particular reason to 
doubt its authenticity, and in our opinion this is likely an authentic media review copy of the 
game. 
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WATAO0060 - Star Trek Invasion (Print Preview) 


Submitted By: Adam Harvey 
Platform: PlayStation 1 (Debug) 
MD5: 2b43b820bd34011fb06a92272bdb80c1 *CD.bin 


Object analysis: Single CD-R on period-appropriate Activision-branded Mitsui disc. Disc arrived 
in a generic slim jewel case. The Activision-branded paper sleeve usually associated with media 
copies of this vintage was not present. Handwriting indicates that this was a build made for a 
press outlet to use in its preview coverage. The "for print only" text indicates that this is 
specifically for magazine coverage, and not web: magazines need a larger lead time before 
publication, which often meant that they received earlier game builds than websites. 


We observed some minor damage on the data layer, near the inner ring. However, this did not 
affect the digitization process. We recommend limiting the handling of this disc and not 
attempting to clean it, as this data layer is likely to rub off. 


Data analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, the "Redump" image of the U.S. retail version was successfully downloaded from 
The Internet Archive. We also retrieved two verified prototypes of this game from the VGHF 
archives. 


The MD5 of the submitted disc is a 100% match for a disc within our archives that was 
confirmed to have been sent by Activision to a video game magazine. The physical appearance 
is also identical, and the handwriting appears to have come from the same hand and pen. 


The last file modification date on the submitted disc is February 2, 2000, placing it almost 
exactly six months before the final retail game, which was last modified August 3, 2000. 


A brief gameplay analysis of the disc image demonstrated clear, if subtle, differences between it 
and the final game, including a different typeface in the game's UI and a lack of opening 
cinematic. 


Conclusion: Given that we have an identical authenticated disc in our collection, we have no 
reason to doubt this item's authenticity. 
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WATA0007 - Spider-Man (Media Build 4-17-2000) 


Submitted by: Adam Harvey 
Platform: PlayStation 1 (Debug) 
MDS: b7acfff94b8d5b51dbd4dc60eedcb4f6 *CD.bin 


Object Analysis: Single CD-R on period-appropriate Activision-branded Mitsui disc. Disc arrived 
in a generic slim jewel case, with a barcode sticker indicating it originally housed the CD single 
for "Dissident" by Pearl Jam. The Activision-branded paper sleeve usually associated with media 
copies of this vintage was not present. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, the “Redump” image of the U.S. retail version was successfully downloaded from 
The Internet Archive. We also sourced three different prototype builds of the same game from 
our own digital archives, as well as an April 29, 2000 build from the Hidden Palace website. 


Despite the 4-17-2000 date on the label, the last modification date for a file on the disc presents 
as November 28, 1999. However, upon examining the prototypes in our archives, we found the 
file dates on this submitted disc to be particularly unreliable: our disc labeled 2-18-2000 shows 
later file dates than this submitted disc, but the game is clearly from earlier in development. So 
in this instance we believe the 4-27-2000 date to be the correct one, and the file dates to be in 
error. 


A quick side-by-side gameplay comparison clearly demonstrates differences between this disc 
and the retail game, including: a different title screen, the presence of only two selectable levels, 
a lack of difficulty options, a lack of opening cinematic, a different voice performance for the 
Black Cat character, and a lack of Stan Lee monologue. 


Conclusion: Given the physical appearance of the disc and the data present, we have no reason 
to doubt this item's authenticity. 
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WATAO030 - The Suffering: Ties That Bind (Demo) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: 5020010af1975ae8547bb75d32da6ffb *DVD-R.iso 


Object Analysis: Disc is a DVD-R meant for play on a PlayStation 2 "Test" (or "debug") system. 


Disc is a Verbatim branded DVD-R 4X with a full color printed label affixed to the top layer, which 
identifies the title, the publisher (Midway), the platform (PS2), and what version of the game it is 
(Demo). The Video Game History Foundation has a very similar object in its archives, with a 
label nearly identical, save for the word “Demo” being replaced by “Review.” The “Review” disc 
was confirmed to have come from a video game magazine. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
We also sourced a “Redump” image of the retail game from The Internet Archive, as well as a 
"Redump" image of “Official U.S. PlayStation Magazine Demo Disc 97 (ИЗА), also from The 
Internet Archive, as this disc contains a demo of the game. 


The data on the submitted disc was last modified June 27, 2005, compared to the final game's 
date of August 8, 2005, putting this demo six weeks ahead of the final game. 


A quick comparison of the game data itself shows that this is likely a one-level demo, as only 
data for what the code refers to as level 03 exists on the disc. The Official U.S. PlayStation 
Magazine Demo Disc demo also contains only this level data, though with a build date just one 
day prior, meaning that this demo is likely functionally identical to the one found on that disc. 


Conclusion: Given the physical appearances similarity to a verified item in our collection, we 
believe this to be an authentic pre-production demo of the game. We suspect this was most 
likely intended to be used by media for preview coverage of the game. 
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WATAO056 - Final Fantasy X (Preview) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: d4a3a58b05d2edf932e3f4e671c01cd1 *DVD-R.iso 


Object Analysis: This is a Pioneer "DVD-R for Authoring" that we have seen used for multiple 
pre-production games during this era. A sticker adorned with the game title and metadata is of a 
design we have seen on many Squaresoft pre-production discs. 


The text "Previewable" indicates that this is likely a disc meant to be used by a media outlet in 
its preview coverage. 


Data Analysis: The submitted disc digitized successfully into RAW .bin format using ISOBuster 
4.5.0.00. 


The data on the disc is dated November 2, 2001, which is slightly before the final game's date of 
November 11, 2001. 


Conclusion: Given the disc's physical appearance and its unique data, we believe this to be an 
authentic media preview build for the U.S. version of Final Fantasy X. 
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WATAO004 - Tiger Woods 2001 (Alpha 8) 


Submitted by: Adam Harvey 
System: PlayStation 1 (Debug) 
MD5: b0183604d8452f483d1465eb1 99fc238 *TIGER NTSC.bin 


Object analysis: This CD-R has a printed top side consistent with other Electronic Arts game 
builds from this period that we have seen. The games logo calls it “Tiger Woods PGA Tour 
2001,” even though the retail version of the game is simply called "Tiger Woods PGA Tour Golf.” 
The label also indicates that this version of the game is "Alpha 8" with a build date of September 
21, 2000. 


Data analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, the "Redump" image of the U.S. retail version (as "Tiger Woods PGA Golf Tour") 
was successfully downloaded from The Internet Archive. 


The files on the disc have a most recent date of modification of September 21, 2000, which 
slightly predates retail game's date of October 2, 2000. We also observed a unique Debug folder 
in this disc's files, suggesting that this build may have some debug functionality. 


We located an identical build of the game within the Video Game History Foundation' digital 
archives, which we are able to authenticate as having been sent by Electronic Arts to a media 
outlet. The files are identical, with the exception of two bytes, which appear to be a "watermark" 
for the particular media outlets. 


A quick side-by-side comparison between this disc and the retail game exhibited several 
differences, including a build date displayed in the game's options screen, the lack of an 


introductory movie, and a green guideline when teeing off to show the ball's trajectory. 


Conclusion: Given the above, we have no reason to doubt the item's authenticity. 
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WATAO0025 - Contra: Shattered Soldier (Preview) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: (disc not imaged, see below) 


Object Analysis: Disc is a CD-R meant for play on a PlayStation 2 "Test" (or "debug") system. 


The manufacturer of the CD-R is not obvious on inspection. The top layer of the disc is affixed 
with a printed CD label, calling the game a "Preview Build" with a date of August 9, 2002. Based 
on this, it seems likely that this disc was created for a media outlet to use in its preview 
coverage of the game. 


An identical disc was retrieved from the Video Game History Foundation's archives, which we 
are able to verify as having originated from an American video game magazine. 


Data Analysis: An attempt was made to digitize the disc into RAW .bin format using ISOBuster 
4.5.0.00, however this was abandoned after several read errors. It is possible that a more 
thorough cleaning of the disc would result in a clean rip. Additionally, a "Redump" image of the 
retail version of the game was downloaded from The Internet Archive. Additionally, the identical 
disc mentioned above was retrieved from our archives. Finally, we discovered and retrieved the 
data from another pre-production version of this game from the Hidden Palace website (labeled 
as "Contra: Shattered Soldier (June, 2002 Prototype"). 


While we were unable to successfully create an image of this disc, we were able to investigate 
its file contents. The most recent data on the submitted disc is dated August 4, 2002, placing it 
18 days before the retail game's date of August 22, 2002. We were able to verify that the file 
names and dates are 100% identical to the matching disc from our collection. 


While time constraints prevent us from examining the submission from a gameplay perspective, 
itis worth noting that the copy in our archives contains a note from the game's publisher calling 
it a "4 level preview." 


Conclusion: Given that the disc is identical to one from our archives, we have no reason to doubt 
the authenticity of this disc as one that was likely made for U.S. media to use in its preview 
coverage. 


THE VIDEO GAME 
HISTORY FOUNDATION Мм 


WATAO04A0 - Castlevania- Lament of Innocence 
(Review) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: b0938c9d4f5f3d8c488fb09e963c7704 *DVD-R.iso 


Object Analysis: Disc is a Verbatim brand DVD-R with metadata on rectangle labels affixed to 
the top layer. The text "review code" and the embargo date suggest that this was likely a disc 


meant for a media outlet to use for its review of the game. 


An identical disc, which we can verify as having originated from a U.S. video game magazine, 
exists in The Video Game History Foundation's archives. 


Data Analysis: The data on the disc is dated 8/14/2003, placing it two weeks before the U.S. 
retail game's 8/28/2003. 


The submitted disc's MD5 hash is a match for the disc in the VGHF's archives. 


Conclusion: Given that this is identical to an authenticated item in our archives, we believe this 
to be an authentic U.S. media review copy of the game. 


THE VIDEO GAME 
HISTORY FOUNDATION wv 


WATAO002 - Kill Wheel (7-21-97 Мег. С) 


Submitted by Adam Harvey 
System: PlayStation 1 (Debug) 
MD5: 21b3ee5d838d4c85914bb8ad7714d6cf *CD.bin 


Object analysis: This is a game that was never commercially published. The submitted disc is a 
period-appropriate TDK CD-R74, which we have observed on multiple occasions on authentic 
magazine review games from this era. The case containing the disc appears to be a generic 
slim jewel case. 


The hand-written label indicates that this is a build from July 21, 1997, and is labeled as "Version 
C." Additionally, there is a paper inlay with cover artwork, which appears to have been made with 
an inkjet printer. 


The VGHF has access to two other builds of this game, which we have authenticated as having 
been sent by the game's developers to Next Generation magazine. The first contains the exact 
same inlay, and has a build date labeled on the disc of May 27, 1997. The second is from a 
much later state of development, after the game was renamed "Torc: Legend of the Ogre 
Crown.” Both of these authenticated discs appear on the exact same media as the submitted 
disc (TDK CD-R74), and while we are not handwriting experts, the handwriting on the 
authenticated May 27th disc appears to be from the same hand as the submitted disc. 


Data Analysis: The submitted disc digitized successfully into RAW .bin format using ISOBuster 
4.5.0.00. Additionally, we were able to locate a later version of the game (as "Torc: Legend of the 
Ogre Crown”) online for comparison purposes. While we can't verify this image's origins, quick 
research indicates that it may have been available online since soon after the game's 
cancellation. 


A quick play session of both games makes it immediately clear that the submitted "Kill Wheel" 
disc is an earlier, less-polished version of Torc. We believe this data to be authentic, as there is 
no other known copy of it either accessible online or in the VGHF digital archives. 


Conclusion: Given the similarities to a known-authentic object, as well as the unique data 
contained on the disc, we believe that both the disc and the paper inlay to be authentic items 
from the game's developer, Headgames Studio. We can not say the same for the jewel case 
itself, as itis not a TDK CD-R74 case, which the two authenticated prototypes both used. 


THE VIDEO GAME 
HISTORY FOUNDATION wv 


WATA0023 - Combat Elite: WWII Paratroopers 
(Demo) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: 025c05e93cad52001 a8cfc07292ecbe5 *DVD-R.iso 


Object Analysis: Disc is a Verbatim brand DVD-R 8X with a printed label affixed to the top layer. 
Text on the label simply calls this a "PS2 Demo Disc,” meaning its origins are not clear, though it 
is likely that this was intended for use in media coverage of the game. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, an image of the retail version of the game was downloaded from the Internet 


Archive (https://archive.org/details/redumpSonyPlaystation2UsaGames2018Aug01), 


The most recent modification date on the submitted disc is May 3, 2005, placing it nearly four 
months prior to the retail game's date of September 2, 2005. 


We were unable to locate data that corresponds to what is seen on this disc, either in our 
archives or through internet sources. 


Conclusion: Given the unique data on this disc, we have no reason to doubt its authenticity. This 
disc was likely intended for a media outlet to use in its preview coverage of the game. 


THE VIDEO GAME 
HISTORY FOUNDATION Мм 


WATA0013 - Tony Hawk's Pro Skater (Print Preview) 


Submitted by: Adam Harvey 
Platform: PlayStation 1 (Debug) 
MD5: d204d8b9d7ad929cb89ae33f1 a5fb5c8 *image.bin 


Object Analysis: Single CD-R on period-appropriate Activision-branded Mitsui disc. Disc arrived 
in a generic slim jewel case. The Activision-branded paper sleeve usually associated with media 
copies of this vintage was not present. Handwriting indicates that this was a build made for a 
press outlet to use in its preview coverage. The "Not for online use" text indicates that this is 
specifically for magazine coverage, and not web: magazines need a larger lead time before 
publication, which often meant that they received earlier game builds than websites. 


The handwriting and the specific text appears nearly identical to an authenticated disc in the 
Video Game History Foundation's archives, which we can verify as having originated from a U.S. 
video game magazine. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, the “Redump” image of the final retail game was successfully downloaded from 
The Internet Archive. We also located two prototype builds of Tony Hawk's Pro Skater within the 
Video Game History Foundation's archives. 


The disc's MD5 was a 100% match for an authenticated prototype game from our archives. The 
last file modification date on this build is 4/13/99, placing it just over four months before the 
final retail game's date of 8/20/99. 


A quick side-by-side gameplay analysis between this disc and the retail game showed several 
clear differences, including: different color palettes and typefaces in the UI, a difference in player 
stat types (Toughness in the submitted disc, Ollie in final), and a lack of opening cinematics and 
in-game music. 


Conclusion: Given that this disc is identical to an authenticated copy in our collection, we have 
no reason to doubt its authenticity. 


THE VIDEO GAME 
HISTORY FOUNDATION wv 


WATAO003 - Vagrant Story (Review) 


Submitted By: Adam Harvey 
System: PlayStation 1 (Debug) 
MD5: 1c8d810d217f12b79274620c50012a7b *SLUS-90075.bin 


Object analysis: One CD-R disc in a generic slim-style jewel case with no inlay. The brand of 
CD-R could not be identified. A Squaresoft sticker on the front of the disc is similar in 
appearance to several authenticated Squaresoft magazine review builds of this era. The term 
"Reviewable" suggests this was likely a disc meant for a media outlet to use in its review of the 
game. 


Data analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, the “Redump” image of the U.S. retail version of Vagrant Story was successfully 
downloaded for comparison. 


The data on the disc appears to contain a full version of Vagrant Story. The file dates indicate 
that this build is slightly earlier than the retail game: the most recent file modification date here 
is March 6, 2000, whereas the most recent modification date in the Redump image is March 27, 
2000. 


The data contained on this disc appears to be unique: no matching data could be found on the 
internet, or in the VGHF digital archives. 


A quick three-minute session starting a new game did not reveal any visible differences between 
this disc and the retail game. 


Conclusion: Given the physical appearance of the Squaresoft sticker and our inability to locate 
this particular data, we believe this to be an authentic pre-production copy of the game made for 
use in a review. 


THE VIDEO GAME 
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WATAOO037 - Kingdom Hearts (Preview + Art Disc) 


Submitted By: Adam Harvey 

Platform: PlayStation 2 (Test) (Disc 1), PC (Disc 2) 

MDS (Previewable game build): 68d1caf7acOdd4b0ee0b49e94d6cdc5f *DVD-R.iso 
MD5 (Art/Screenshots disc): 67fa46e92f7eed1ad5cb2ee7e175a2be *CD.bin 


Object Analysis: Submission is two discs: A Pioneer-branded DVD-R that contains a playable 
version of Kingdom Hearts for a Test (or "debug") PlayStation 2, and an unbranded CD-R 
containing art assets, accessible on a computer. Game builds and assets were often sent 
side-by-side to media outlets to use in their coverage of a game. 


The style of and metadata on the stickers contained on both discs are consistent with the style 
seen on several Squaresoft CD-Rs and DVD-Rs of this era. 


Data Analysis: Discs were digitized successfully using ISOBuster 4.5.0.00. We also sourced a 
“Redump” image of the retail game from The Internet Archive. 


The submitted disc's data is dated July 12, 2002, which is identical to the retail game. 


The art disc contains screenshots, concept art, character renders, and the game's packaging, all 
in PSD format. 


Conclusion: Given the physical appearance of the discs, we have no reason to doubt that this is 
an authentic package meant for a media outlet to use in its preview coverage of the game. 


THE VIDEO GAME 44 
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WATA0022 - Jak 3 (Preview) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: 4a83fc531419a1ad7b075a53fb5ad6f3 *DVD-R.iso 


Object Analysis: Submitted disc is a Verbatim-branded DVD-R 4X, with a white sticker label 
affixed to the top and the hand-written title “Jak 3 Preview Code.” The writing would suggest that 
this disc was meant for a media outlet to use in its preview coverage of the game. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, an image of the retail version of the game was downloaded from the Internet 
Archive (https://archive.org/details/redumpSonyPlaystation2UsaGames2018Aug01Part2). 
Additionally, we located an existing pre-production build of this game, "Jak 3 (Preproduction 
2004-07-12) [CRC32-c79249b2].7z,” also on The Internet Archive 
(https://archive.org/details/sonyplaystation2preproductionnonredump). Finally, we located and 
retrieved five previously validated prototypes from the Video Game History Foundation's 
archives. 


The build date on the submitted disc appears as August 1, 2004, as compared to the final 
game's date of September 30, 2004. The data is a 100% identical match to an existing disc in 
our archive, which we can verify came from an American video game magazine. 


Conclusion: Given that the disc is an identical match both in appearance and data to one in our 
archives, we have no reason to doubt the authenticity of this disc. 


THE VIDEO GAME 
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WATAO039 - Gauntlet Dark Legacy (Demo 0.137) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: 880674ca54febef71982a34d09ae8327 *CD.bin 


Object Analysis: Disc is an unbranded CD-R with a blank silver top layer, with metadata written 
by hand indicating that the game is a demo. Also included is the version number (v0.137) and 


the data (2-6-01). 


An identical item exists in The Video Game History Foundation’s archives, which we can verify 
as having originated from a U.S. video game magazine. 


Data Analysis: The MD5 of this disc is a match for the disc from our archives. 


The most recent file date on the disc is February 5th, 2001, as compared to the final game, 
which was modified March 19, 2001. 


Conclusion: Given that our archives contain an identical, verified item, we believe this to be an 
authentic pre-production disc for the game. 


THE VIDEO GAME 
HISTORY FOUNDATION wv 


WATAO038 - Crusty Demons: The Game (Alpha 
Candidate) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: 7e0c01aae9697271 6b74f441 2f2e8a5e *DVD-R.iso 


Object Analysis: This is a disc made to use in a Test (or “debug”) PlayStation 2 console. 


Submission is a Verbatim brand DVD-R 8X with a printed label affixed to the top layer, containing 
a full-color game logo and some metadata. 


This game was never commercially released in the United States. However, it was available in 
Europe and Australia. 


Data Analysis: A quick test of the game shows that it runs in NTSC mode, and has several 
placeholder elements, including copyright information. 


The data on the disc is dated 4/11/2005, which is significantly earlier than the final PAL version 
of the game, which is dated 9/21/2006. 


The MD5 is an identical match for an ISO found in the archives of developer Climax Studios, 
which was obtained by a private collector. 


Conclusion: Given that no NTSC builds of this game are publicly available, and that the data here 
can be verified as authentic, we believe this to be an authentic item. 


THE VIDEO GAME 
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WATAO019 - Mark of Кгі (Demo) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: a75e7288646f8e28337db4a9f5509071 *CD.bin 


Object Analysis: Disc was submitted as a TDK-branded CD-R, with a paper label containing 
promotional artwork affixed to the top layer. The disc is contained in a slim style jewel case with 
a printed paper insert containing the game's title, a repeat of this same artwork, and on the inset, 
what looks to be a piece of concept art from the game's development. 


Writing on the disc's inner ring reads “MOK Demo 4/2,” indicating that this is a limited demo 
version of the game, as opposed to a full version. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, an image of the retail version of the game was downloaded from the Internet 
Archive (https://archive.org/details/redumpSonyPlaystation2UsaGames2018Aug01 Part2). 
Additionally, three verified prototype images were retrieved from the Video Game History 
Foundation's archives. 


The most recent file modification date on the submitted disc is April 1, 2001, placing it in line 
with the date written on the inner ring. By comparison, the final version of the game has a date 
of May 9, 2002, placing the burn date of this demo about a month prior to the game's 
completion. 


An identical disc, in both appearance and data, was found within our archives. This disc was 
previously authenticated to have been sent to a video game magazine for use in its coverage. 


Conclusion: Given that this disc matches an authenticated item in our own collection, we have 
no reason to doubt the authenticity of this submission, and suspect that this was likely used for 
a media outlet's preview coverage of the game. 


THE VIDEO GAME 
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WATAOO031 - Mortal Kombat: Deception (Review) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: 6295565e10b5579066c0d80949844ced *MKD.iso 


Object Analysis: This is a disc meant to be used on a Test (or "debug") PlayStation 2 system. 


Disc is a Verbatim brand DVD-R 4X with a full color printed label affixed to the top layer. The text 
"Review Code" signifies that this is likely a disc made for a media outlet to use for its review of 
the game. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
We also sourced a "Redump" image of the retail game from The Internet Archive. 


The data on the submitted disc is dated 8/29/2004, which is eight days prior to the final retail 
game's date of 9/7/2004. The "SLUS. 208.81" file on the disc, which corresponds to the U.S. 
retail release's product ID, indicates that this is likely made for an American recipient. 


Conclusion: As we are unable to find a copy of this exact data either in our archives or on the 
internet, we believe this to be an authentic U.S. media review copy of Mortal Kombat Deception 
for the PlayStation 2. 


THE VIDEO GAME 
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WATAO035 - Metal Gear Solid 2: Substance PS2 
(Review) 


Submitted By: Adam Harvey 

Platform: PlayStation 2 (Test) 

MDS (Disc 1): 7197a719dcc4f98a005b4a37051f3df4 *image.iso 
MDS (Disc 2): 7f638b9474da6aa24be55c99b2ccc92f *DVD-R.iso 


Object Analysis: Submission is a two-disc set for the "Substance" enhanced re-release of Metal 
Gear Solid 2. The final retail game was a single dual-layer DVD-9 disc, however this version is 
split across two normal DVD-R discs. 


Included is a half-sheet, from Konami PR, with instructions for playing the game. The 
instructions specify that this is “reviewable code,” meaning this item likely originates from a 
video game media outlet. The PR contact listed, Tammy Schachter, worked for Konami U.S., 
indicating that this was specifically sent to a media outlet in the United States. 


A nearly identical two-disc set exists in the Video Game History Foundation's archives,which we 
can verify as having originated from a U.S. video game magazine. 


Data Analysis: The data is a 100% identical match to the discs in our archives. 


The individual files have the same sizes and dates as the final retail game, meaning that the 
data here is likely identical. 


Conclusion: Given that this is identical to an item in our archives, we believe this to be an 
authentic review copy of the game. Given that the data is identical, we expect no gameplay 
changes between this and the final game, other than the need to occasionally swap discs, as 
indicated on the instructions sheet. 


THE VIDEO GAME 
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М/АТА0021 - Kuon (Alpha Preview) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: 161f12aeeb9ba973860f772cf297b9c0 *DVD-R.iso 


Object Analysis: Disc was submitted on a DVD-R with an unknown brand. The top layer of the 
disc has a white glossy finish, with the game's title, publisher (Agetec), platform (PlayStation 2) 
and the text "Alpha preview," likely indicating that this is a version of the game sent to a media 
outlet to use in its preview coverage of the game. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
Additionally, an image of the retail version of the game was downloaded from the Internet 
Archive (https://archive.org/details/redumpSonyPlaystation2UsaGames2018Aug01). 
Additionally, an image of a prototype from the Video Game History Foundation's archives was 
retrieved for comparison. 


A data comparison shows that the submitted disc's most recent data modification was on 
August 1, 2004, as compared to the final version's modified data of September 21, 2004. 
Additionally, we were able to confirm that the disc in our archives, which we have authenticated 
as having come from an American video game magazine, matches this disc physically, with 
what appears to be handwriting from the same hand (the only difference being an ID number at 
the bottom). The data itself is 100% identical to the preview disc we have. 


Conclusion: Given that our verified preview disc is identical in appearance and in data, we have 
no reason to doubt the authenticity of this item. This is likely a preview build meant for a U.S. 
media outlet. 


THE VIDEO GAME 
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МАТА0029 - Spawn Armageddon (Review) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: 975f513eff3bb786f723401c0536d6f *DVD-R.iso 


Object Analysis: Disc is a DVD-R meant for play on a PlayStation 2 "Test" (or "debug") system. 


The DVD-R is from an unknown manufacturer. A full color top layer is printed directly onto the 
disc with identifying information, including the word “Reviewable,” indicating that this was likely 
made for a media outlet to use for its review of the game. An identical disc, which we can 
confirm having originated from a video game magazine, exists in the Video Game History 
Foundation archives. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
We also sourced a "Redump" image of the retail game from The Internet Archive, as well as a 
digital copy of the identical disc from our archives. 


The last file modification date on this disc is 10/12/2003 at 6:55:59. Both the final game - and, 
curiously, our "Reviewable" copy - appear to have been modified later that day, specifically 
10/12/2003 at 20:19:23. While technically the data present here is different than final, we expect 
this difference to be insignificant, should a difference even exist. 


Conclusion: Given that we have a physically identical disc, and that the data on this submitted 
disc appears unique, we believe this to be an authentic media review copy of the game. 


THE VIDEO GAME 
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WATAOO032 - Sly 2: Band of Thieves (Preview) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: 913767509e3c83400bdfd0d4ee76e7c1 *DVD-R.iso 


Object Analysis: This is a disc made to be played on a Test (or "debug") PlayStation 2. 
Disc is on a DVD-R from an unknown manufacturer. A color printed label is affixed to the top 
layer of the disc. The text "Preview code" signifies that this is likely a disc meant for a media 


outlet to use in its preview coverage of the game. 


An identical disc, which we can confirm was sent to a U.S. video game magazine, exists in the 
Video Game History Foundation archives. 


Data Analysis: We can verify that the data present is authentic, as the MD5 hash of this disc is a 
match for the disc in our archives. 


The data on this disc is dated July 11th, 2004, placing it around one month before the final 
game's date of August 12th, 2004. 


Conclusion: Given that an authentic disc in our archives is identical in appearance and data, we 
believe this to be an authentic U.S. media preview disc for the game. 


THE VIDEO GAME 
HISTORY FOUNDATION Мм 


WATAO036 - Katamari Damacy (Review) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MDS: f0541 ee1 abefb8c0509d3f268ee71153 *DVD-R.iso 


Object Analysis: The DVD has a top layer that was printed on directly by a CD printer, featuring 
full color artwork from the game. The word “Review” signifies that this was likely a disc meant 
for a media outlet to use for its review of the game. 


A visually identical disc is housed in the Video Game History Foundation’s archives, which we 
can verify as having come from a U.S. video game magazine. 


Data Analysis: The data on the disc is dated 8/6/2004, three days prior to the retail game's 
8/9/2004. The disc is a 100% identical data match to the Review disc in our archives, with a 
matching MD5 hash. 


Conclusion: Given that an identical disc in our archive has been substantiated as having come 
from a U.S. video game magazine, we believe this submission to be an authentic review copy of 
the game. 


THE VIDEO GAME 
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WATA0027 - Jak II (U.S. Preview 7/9) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 Test 
MDS: 21f4aefb2d1 8fd16c3195d6ec8170ccd *DVD-R.iso 


Object Analysis: Disc is a Verbatim-branded DVD-R 4X with a blank white label affixed to the top 
layer. The text “Jak II US Preview 7/9" is hand-written on the label, signifying that this disc was 
likely made to be used by a media outlet in its preview coverage of the game. 


We retrieved an identical disc from the Video Game History Foundation archives, with what 
looks to be identical handwriting, which we can verify was sent to a U.S. video game magazine. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
We also sourced a "Redump" image of the retail game from The Internet Archive, as well as a 
digital copy of the identical disc from our archives. 


The data here is a 100% identical match to the verified preview build in our collection, with a 
matching MD5 hash. The most recent file modification on this disc is July 13, 2003, as 
compared to the retail version's date of November 2, 2003. 


Conclusion: Given that we have a verified disc that is identical in both appearance and data, we 
have no reason to doubt the authenticity of this item as a U.S. media preview disc. 


THE VIDEO GAME 
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WATAO041 - Superman- Shadow of Apokolips 
(Preview) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: d41d8cd98f00b204e9800998ecf8427e *SUPERMAN.iso 


Object Analysis: This disc is made for play on a Test (or “debug”) PlayStation 2 console. 


Disc is a Verbatim branded DVD-R with a white label with printed metadata affixed to the top 
layer. The text “For preview only” indicates that this is likely a disc meant for a media outlet to 
use in its preview coverage of the game. 


A similar disc exists in The Video Game History Foundation’s archives - while it is not identical, it 
uses a similar design, and says “For Review Only.” We can verify that this disc originated from an 
American video game magazine. 


The disc is damaged: the data layer has started to de-laminate, starting from the outer edge, a 
fate destined for all DVD-Rs. Luckily this had not yet spread into the game's data before we were 
able to digitize it. 


Data Analysis: The game was ripped using DisclmageChef UI version 1.6.1, on a "Kreon" disc 
drive flashed with firmware as instructed by the Redump.org wiki. 


The submitted disc is dated July 23rd, 2002, which is earlier than the final game's date of August 
20th, 2002. Additionally, the file size of the submitted disc is 1.7GB, as compared to the final 
game's 3GB. It is likely that this preview build does not contain the full game, and is perhaps a 
limited demo. 


Conclusion: Given the physical appearances similarity to a verified item, and the unique data 
that the disc contains, we believe this to be an authentic media preview copy of the game. 
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WATAO033: SpongeBob: The Movie (NTSC Test 
Build) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: dbb6a3ae091 2bd0cb65091 8bd0d71122 *DVD-R.iso 


Object Analysis: This is a disc made to be played on a Test (or “debug”) PlayStation 2 system. 


Disc is a Verbatim brand DVD-R 4X with a label affixed to the top layer. The label contains 
metadata about this build of the game, and is of a design seen previously on THQ builds from 
this time. It also was submitted in an authentic THQ paper sleeve, also typical of builds from 
this era. 


While the “Test Build” designation leaves this disc’s intended purpose unclear, a nearly-identical 
disc exists in the Video Game History Foundation’s archives, also labeled “Test Build,” that we 
can confirm was sent by the company to a U.S. video game magazine. 


Data Analysis: The data on this disc is dated 8/30/2004, days before the final game's data of 
9/2/2004. The data appears near-identical to the authentic disc in our archives, though it is not a 
100% match. 


Conclusion: Given the item's physical appearance and similarities to an authentic disc within our 
collection, we believe this disc to be an authentic pre-release version of the game from THQ. 
Given how close the date is to the final version of the game, it is likely that this was made to be 
used for a review of the title. 
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WATAOO034 - SmackDown! Vs. Raw (Submission 
Candidate) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MD5: 47735676262b5fb12d4fcc08327419a5 *DVD-R.iso 


Object Analysis: This is a disc made to be played on a Test (or "debug") PlayStation 2 system. 


Disc is a Verbatim brand DVD-R 4X with a label affixed to the top layer. The label contains 
metadata about this build of the game, and is of a design seen previously on THQ builds from 
this time. It also was submitted in an authentic THQ paper sleeve, also typical of builds from 
this era. 


Metadata on the label designates this game as a "Submission Candidate;' meaning that it was a 
build submitted to Sony for certification and final approval for manufacturing. Hand-written 
above this is the word “Final,” signifying that this was the approved candidate, and is therefore 
expected to be identical to the final retail game. 


Other than the hand-written "Final," this disc is visually similar to three items in the Video Game 
History Foundation's archives, all of which were authenticated as having originated from a U.S. 
video game magazine. 


Data Analysis: The data here is identical to all three authentic discs in our archives, with an 
identical MD5 hash. Judging by file dates, as expected, this data is also a match for the retail 
version of the game. 


Conclusion: Given that this is visually identical to discs in our collection that were previously 
verified, we believe this to be an authentic pre-production disc from THQ. Our discs were made 
to be used by a U.S. media outlet to review the game, so the same may be true for the submitted 
disc. 
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WATAO0026 - Dragons Lair 3D (Pre-Beta 6-21-02) 


Submitted By: Adam Harvey 
Platform: PlayStation 2 (Test) 
MDS: fd566cd543ae58715df8e0df9ec4bd07 *CD.bin 


Object Analysis: The PlayStation 2 version of this game was never released in the United States. 
It was eventually released in the UK, but under a different publisher, THQ. 


Submitted disc is a Princo-branded CD-R, with a blank top layer that contains handwritten 
information, including the game's title, the date this version of the game was created (June 21, 
2002), the publisher (Encore, Inc.) and PR contact information. 


While we were unable to find another example of this disc, we were able to verify after some 
research that the phone number written on the disc associated with “Linda” is a match for what 
was at the time the listed contact number of Linda Duttenhaver, public relations for Encore, Inc., 
the game's publisher. 


Data Analysis: Disc was digitized successfully into RAW .bin format using ISOBuster 4.5.0.00. 
We were unable to read the final two sectors of the disc (311,446 and 311,447), which is a 
common issue with discs that were improperly burned, and has no effect on the game itself. In 
this case, the option to overwrite these sectors with "User Data All zeroes" in ISOBuster was 
used. 


The most recent file modification date on the disc is June 6, 2002. A very brief gameplay 
session revealed that the game boots, runs in NTSC video mode, and displays an Encore 
publisher splash screen. 


Conclusion: Given that we were unable to source this data elsewhere, and given the historical 
accuracy of the information written on the disc, we have no reason to doubt the authenticity of 
this item as a pre-production version of Encore, Inc.'s unreleased PlayStation 2 version of 
Dragon's Lair for the U.S. market. 


